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blithe excitement of a real Fishing match 
and ifw don't have to get your feet mtl. 

1 believe Match Fishing brings a whole new meaning to computer 
entertainment joining up to 8 players in an atmosphere of friendly rivalry 
and competition. Combining the power of the computer, its memory 
and speed of action with the skill and excitement of Britain's most 
popular outdoor participation sport, Match Fishing is the first of its 
kind in allowing all players to participate at one and the same time. 
Computer enthusiasts, games players and fishing addicts alike, I'm 
sure you will enjoy the excitement 
as much as I do/ 





Alligata Software Ltd 1 Orange Street, Sheffield S1 4DW Tel: (0742) 755796 



REGULARS 



News 4 

The latest from the games world. 

Gallup Chart 10 

The latest top 30 plus Amstrad, Atari, BBC, C64 
and Spectrum top tens. 

Coin-op Connection 18 

The latest arcade games including digital table 
football! 

Hints 30 

Helpful hints for International Soccer, Rocky 
Horror and Staff of Karnath. 

Adventure Helplines 40 

Help for adventurers stuck in Valhalla and 
Sherlock. 

PBM Update 42 

The pitfalls of joining a play by mail game. 

Dungeon Dressing 44 

Fascinating features for your adventures. 

Competition Results 47 

Did you win a Jetsoft arcade machine or a day 
with Ocean? 

Intro Games 52 

How to write your own arcade games. 

Fuzales 56 

Mindboggling puzzles to stretch your mind. 

Screenshot Reviews 58 

Reviews of the latest games for the Spectrum, 
G64, Amstrad, C16, Atari, BBC and MSX 
computers. 

Programs Preview 78 

Cut out cassette cards for our readers programs. 



Computer G&j 



mer is a 
monthly magazine 
appearing on the fourth 
Friday of each month. 

Subscription rates upon 
application to: Computer 
Gamer Subscriptions 
Department. Infonet Ltd. 
Times House, 179 The 
Marlowes. Hemel 
Hempstead, Herts HP1 
IBB. 

The contents of this 
publication including all 
articles, designs, plans, 
drawings and other 
intellectual property rights 
therein belong to ArguB 
Specialist Publications 
Limited. All rights 
conferred by the Law of 
Copyright and other 
intellectual property rights 
and by virtue of 
international copyright 
conventions are 
specifically reserved to 
Argus Specialist 
Publications Limited and 
any reproduction requires 
the prior written consent 
of the Company. ©1985 
Argus Specialist 
Publications Limited. 



Editor: 

Tony Hetherington 
Editorial Assistant: 
Mike Roberts 
Interplanetary Adviser: 
Kecaan 
Group Editor: 
WenoyJ Palmer 
Advertisement Manager: 
Sarah Musgrave 
Advertisement Copy 
Control: 
Lynn Collis 
Publishing Director: 
Peter Wei nam 
Chairman: 
Jim Connell 

Editorial Address: 

1 Golden Square 
London W1R 3AB 
01-437 0626 

Origination and design: 

Argus Design Ltd 
Printed by: 
Alabaster Passmore 8c 
Sons Ltd; Tovil. Maidstone, 
Kent. 

Distributed by: 
Argus Press Sales and 
Distribution Ltd. 12-18 
Paul Street. London BC2A 
4JS. 




Transmission 5 



Stardate August 1985 



FEATURES 



Anirog's Voicemaster 8 

Include speech in your own games. 

Quake Minus One X 4 

Can you stop the Robot Liberation Front in this 
giant, real-time, action game? 

The Spectrum Collection 22 

15 classic games that all Spectrum owners should 
have. 

US Scene 38 

The latest news from America of the 
games that will soon reach our shores. 



OFFERS 



Readers Club X 3 

Join the thousands that have joined our club. 

The Great Alligata Knockout 20 

Fight for a Compact disc system in our boxing 
challenge. 

Meet Paul McCartney! 32 

Win a chance to teach him how to play Broadstreet. 

Magic Mushrooms 36 

Design a screen to win some software. 

Subscriptions special offer 50 

Subscribe to Gamer and buy 2 Beyond games for 
only £1.50 each! 



PROGRAMS 



I nter galactic Stunt Parrot / Amstrad 8 X 

Seven Jewels plus/Spectrum 84 

Hippo Quest/BBC 87 

Lawn Mower/ Amstrad 92 

Percy the Plumber/C64 95 



COMPUTER GAMER AUGUST 1985 




I 




i 



f 







Eecaan's 
Transmissions 

me to 

Liter G 
transmission 
:ft you fron 

■ 

latest news and review 
the world of gam*- 
re an e; 
depth reviev, 
Minn 
a giant, 
game (] 

dominate your charts. 
Music fans evei 

irool ove: .ncred 

ble the great 

gata Knockout Tour 
ment. Its >ing musl 

ntre lncoj 
Compact Disc player and a 
cassette 

;o 10 hours of i 
. 
beware of c 
lied games magaz 
that pretend to offer ^x 

■ 

SI 
lur exec 

icoi 

was 
wed in dep 

• missi ap- 

pea 

on the cover o 
magazine one month la* 
ai: ired in 

am 

■xcept no poo: 
tioi 
the 
ca 
Transmission t 








Thunderbirds 
are go! 

Firebird have just signed 
the license agreement that 
allows them to produce a 
computer game based on 
Gerry Anderson's Thurder- 
birds. The game is to be 
written by the "Booty" pro- 
grammers and it should be 
released early next year. 

A recent addition to 
Firebird's silver range is 
Runestone. This "land- 
scapes" adventure, formal- 
ly with Games Workshop 
was reviewed in depth last 
month. 

Firebird are also plann- 
ing a sequel to the truly 
awful "Don't Buy This" 
which was so bad that it 
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justly deserved not one, but 
three black holes when it 
was reviewed last month. 
Working titles for the pro- 
ject are ' 'Don't Buy This 2 ", 
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"Don't Buy This Again" or 
"Don't Buy This Either". 

According to Firebird, 
development will continue 
until enough people tell 
them to stop it. 

In the interest of public 
safety Gamer is doing 
everything possible to pre- 
vent such a disaster. If 
you'd like to help please 
send to us your reason why 
Firebird shouldn't release 
this game on a unsuspec- 
ting public. 

Send your suggestions to 
"We don't want to buy it, 
Firebird!", 
Computer Gamer. 
No. 1 Golden Square, 
London W1R 3AB 

The best suggestions will 
win a copy of Don't Buy 
This. 

Spielberg film. 
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Legend Lament 

Remember' The Great Space 
Race? Legend do. 

A lot of people were very 
impressed with Valhalla, 
Legend's first product. 
However some people were 
a bit upset by The Great 
Space Race'. Legend also 
are upset by it and to show 
that they are not into com- 
ing people because they feel 
that "The Great Space Race 
failed to live up to many 
peoples' expectations" they 
are offering there latest 
release 'Komplex' at half 
price, £4.95 Instead of the 
usual £9.95. To take adven- 
tage of this offer, owners of 
The Great Space Race 
should send the poster in- 
cluded in the package, and 
a cheque made Dayable to 
Legend, to PO Box 435 Lon- 
don E4 7LX. This will 
result in a oopy of 
Komplex. 

Komplex is intended to 
be the first in a series of 
three. Komplex City is the 
second in the series and is 
reckoned (by Legend) to be 
the first game with full col- 
our, real time colour 
graphics, with no colour 
clashing. 

"The whole thing is HXe a 
3D roller coaster" says 
John Peel of Legend, "this 
Is a really good shoot-em - 



up, Komplex is the ultimate 
map making game. There is 
to be a follow up to 
Komplex City, I can't tell 
you much about it apart 
from that it has a 'K' in the 
name and that it will pro- 
bably be a strategy game" 

Komplex city should be 
in the shops now and 
Komplex 3 should be ready 
in time for Christmas. 

After this Legend Intend 
to produce a sequel to their 
best selling Valhalla — 
"This will be a 'computer 
movie' in the tradition of 
Valhalla, and will be in ad- 
vance of -urrent games 
now as Valhalla was when 
it came out." 

'Valhalla Is still selling, 
and it is surprising that a 
game of that complexity 
should be bug free, unless you 
count the 'KILL ME' com- 
mand — but that's a bit sil- 
ly anyway!". 
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Ariolasoft's Disc 
Releases 

Ariolasoft are to release a 
series of disc only games 
for the Commodore 64 and 
Atari in mid August. All the 
titles are from the 
American software house 
Electronic Arts and are 
from their successful "Con- 
struction set" series. 

Pinball Construction Set 
allows you to paint, 
magnify, wire and save 
over 24 different features 
including bumpers, chutes 
and flippers as you create 
your own pinball table. The 
package includes 5 ready 
made tables including one 
designed by Jeff Minter. 

Music Construction Set 
helps you build 3 ohord 
notes into your own 
musical creations. 

Adventure Construction 
Set is a mamouth program 
that helps you design Ex- 
odus style adventures of a 
minimum size of 240 
rooms, containing 500 
creatures. The package in- 
cludes 30 musical themes, 
a library of 500 prebullt 




creatures, 13 types of 
magical spells and 8 ready 
made games to practice 
with- 

Seven Cities of Gold is a 
sixteenth century explora- 
tion game which you are 



sent forth to discover the 
new world. During your 
travelB you will find food 
for your men and treasure 
for your coffers and of 
course natives which may 
or may not be friendly. 





The Custard Kid 



The Custard Kid is a new 
arcade adventure to be 
released by New Genera- 
tion for one to four players. 
In the game the players, 
either working alone or 
together, break into a 
custard factory to steal 12 



custard recipes. While sear- 
ching they will have to 
avoid guards (who may be 
bribed) and the dreaded 
custard monsters that you 
might be able to turn Into 
helpless jelly. 

The Custard Kid will be 
released in September for 
the48K Spectrum. 



Po°ur r f ° r thC P1US 

Notebook Adver ^rer's 

from giving «£*; a Part 

traduction to the £2* in ~ 
adventure Sma- iSS 2 ? of 

understood by thp ~ re 



COMPUTER GAMER AUGUST 198B 



"I strongly recommend this game 
Horn* CompuUng Weekly 




Commodore 64 



Only £7.95 



BEST 3D ANIMATION EVER! 





Yes, the much publicised 
sensational new 3 
dimensional arcade 
adventure has finally 
arrived: 

Successfully launched at 
The Commodore Show — 
The Chess Game was 
universally acclaimed to 
have the best 3D 
animation and the best 3D 
action ever! 

Home Computing Week-, 
ly, the first magazine to 
review some of the best 1 
software at the show, 
gave The Chess Game, 
and only The Chess 
Game, a coveted 5 star 
rating — the highest 
rating possible. 



AVAILABLE FROM 

ALL GOOD 
COMPUTER SHOPS 

FIRST CLASS MAIL ORDER 

SERVICE 

Send your name, address and 

Cheque/PO lor £7.95 to: 

MicroClassic Direct 
Sales, 

Greenfields, Priory Road, 

Forest Row, Sussex 

RH18 5JD. 



TBAQE ENQUIRIES: Cancel P t l«r Hodkln or Mai* McOuade on 034? 82 2045. 
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Atari 800XL Computer 

Atari 1030 Disk Drtve 
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£159 
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Atari 130XE Computer 
Atari ST. Range 








£164 
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BLANK DISKS 

Top Quality 51* Single Sided. Double Density Blank Oski 
Buying in txtfk has enabled us to supply these disks at the 

Best Prices in the U.K. 
With a UFCT1ME WARRANTY 

fiox of 10 5f SS-'DD Blank Daks including tabeis and write protect tabs 

ONLY £9*-m 

flu* 5 Boxes and set a REE Swage Case worth over d0 hl t 

50 W S5 DD Blank Otsks In a R££ Perspcx Storase Case 

ONLY £49 
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JUST WHEN YOU THOUGHT 

IT WAS SAFE TO WALK 

THE STREETS 




Guide Selwyn the cat through the 
treacherous woodland, town and 
scrapyard mazes. Armed with vicious 
paws and a few other feline weapons you 
must battle past the likes of Bulldog Billy 
and his motley pack to collect your kittens 
and protect your home. 

'* J J/ujifj/tff///i/ ftf/f/if/iw f/s/tf/r ttfj/ 
/fj fif> tttfJJff/. HOME COMPUTING WEEKLY 

PAWS £6.95 



ARTIC COMPUTING LTD. 

MAIN STREET 
BRANDESBURTON 
DRIFFIELD Y025 8RL 
TEL:{0401| 43553 
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With Voice Master you can add 
speech to your programs. Mike 
Roberts teaches his C64 to talk. 




I must admit that I was a 
bit, skeptical when I first 
read the instructions for 
Voice Master — voice pro- 
duction through the TV 
speaker under software 
control? Never! 

Well it does. The Unit is a 
small silver box with one or 
two knobs to twiddle, a 
small LED. and wires from 
the box to control port 3 
and the headset. The box 
can also be connected to the 
audio/video socket on the 
back of the machine so that 
you can hear the sound 
through the headset 
speaker. 

The headset is similar to 
those 'Walkman' type 
headphones, except that 
only one ear is covered, 
There is also a short tube 
coming from the earpiece to 
a small, foam covered, 
microphone that sits 
comfortably in front of 
your mouth. 

All the leads are of a 
reasonable length and I 
didn't have any problems 
with snagging cables or 
having to rest my head on 
the keyboard. Two other 
cables are supplied to 
connect the unit to either 
the A/V socket as 
previously mentioned, or 
onto a standard 

Commodore monitor cable. 



Luckily my decidedly non- 
standard cable and monitor 
fitted nicely. 

When everything is 
plugged in you can load up 
the software and start 
calibrating the device. 
Calibration involves 
shoving a small (supplied) 
piece of metal into a slot, 
tweaking this with the 
software provided, until 
the right number flashes 
on the screen. With this 
sorted out you can go onto 
the rest of the goodies 
supplied on this disk. 

There are three things 
you can do with this unit — 
record and playback 
speech, speech recognition, 
and other things. The 
recording and playback 
system uses an extension 
to the resident Basic 
interpreter to work. 
Commands such as 
LEARN, SPEAK, RATE, and 
SPEED, govern the 
learning, talking, sampling 
rate, and speed that the 
words are spoken 
respectivly. The higher the 
sampling rate is, the higher 
the quality of the 
reproduced speech. 

Arguments after Learn and 
Speak refer to a set of 64 
numbers that are the 
recorded or spoken 
phrases. Thus Learn 1 will 
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record a word or phrase 
and Speak 1 will say the 
recorded word. 

There are various other 
keyboards that deal with 
upkeep of the word lists 
and storage of words on 
disk and tape. 

The speech recognition 
system is also driven via 
basic keywords. RECOG 
will activate a template of 
pre-recorded words and 
compare them to whatever 
is being spoken. Both the 
recognition system and the 
digitisation system can be 
in memory at one time for a 
fully flexable voice system. 

The best thing is that to 
play back speech you don't 
need to have the box 
connected, it all comes out 
of the normal speaker 
using the SID chip. For 
recognition, however, you 
do need the little box to 
digitise the incoming 
speech. 

There are various other 
things that you can do with 
the box and there is soft- 
ware to let you do it. The 
voice harp has featured 
heavily in Anirog's adver- 
tising. This is a system 
where you can whistle or 
hum a tune and notes are 
created for you. But don't 
expect to just whistle a 
merry tune and have it 
come out in the correct 
musical notation, it does 
need some work and skill to 
use, even still, it is an ex- 
cellent piece of software 
and once you get used to it 
you can compose simple 
tunes. 

Software for a speaking 
clock and a talking 
calculator is also on the 
disk, they are not very 
useful, but they answer the 
"yes, but what does it do 
dear? ' f question to as- 
tounded onlookers. 

The manual is crudely 
presented, but the informa- 
tion provided in it is of an 
extememly high standard. 
I much prefer this type of 
manual to the highly 
glossy, but utterly useless 
type so often found in an 
otherwise excellent piece of 
equipment. 

Nobody should have any 
difficulty with understan- 
ding the system, either for 
the occasional dabbler or 
the expert trying to create a 
HAL type talking and 
listening computer, I can 
safely say that this product 
surprised me thoroughly, 
and I am very pleased with 
it. The package is totally 
comprehensive and you can 
have your computer 
shouting at you in no time. 
If you want to experiment 
with speech and speech 
recognition then rush out 
and ouy one. 
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Bet you can 't s/t s t \u when playing 

Guide bouncy 'Thing' through this underworld fantasia searching for the armoury to equip himself 

carefully for the final encounter with the evil Toy Goblin. 
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Top 30 | 


1 Soft Aid 


Various 


2 Spy Hunter 


US Gold 


3 World Series Baseball 


Imagine 


4 Shadowfire 


Beyond Software 


S Knight Lore 


Ultimate 


6 Combat Lynx 


Durell 


7 Dambusters 


Alligata 


8 Bruce Lee 


US Gold 


9 Alien 8 


Ultimate 


10 Starion 


Mebourne House 


11 Everyone's A Wally 


Mikro Gen 


18 Daley Thompson's 




Decathlon 


Ocean 


13 Football Manager 


Addictive Games 


14 Gremlins 


Adventure International 


18 Pitstop 8 


Epyx/US Gold 


16 International Basketball 


Commodore 


17 Qhostbusters 


Activision 


18 Rocky Horror Show 


DHL 


19 Manic Miner 


Software Projects 


20 BMX Racers 


Mastertronic 


21 Raid Over Moscow 


US Gold 


22 Finders Keepers 


Mastertronic 


23 Cauldron 


Palace 


24 Moon Cresta 


Incentive 


25 Air Wolf 


Elite 


26 Theatre Europe 


PSS 


27 Impossible Mission 


Epyx/US Gold 


28 Starstrike 3D 


Realtime Software 


29 Death Star Interceptor 


System 3 


30 Mini Office 


Database Publications 
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US Gold 
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Pitstop 2 


Epyx/US Gold 
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International Basketball 
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Cauldron 


Palace Software 
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Shadowfire 


Beyond Software 
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Theatre Europe 


PSS 
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Impossible Mission 


Epyx/US Gold 
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World Series Baseball 


Imagine 




I 10 


Kik Start 


Mastertronic 
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Spectrum Top 10 



Soft Aid 

Spy Hunter 

World Series Football 

Starion 

Shadowfire 

Finders Keepers 

Bruce Lee 

Everyone's A Wally 

Rocky Horror Show 

Formula One Simulator 



Various 
US Gold 
Imagine 

Melbourne House 
Beyond Software 
Mastertronic 
US Gold 
Mikro Gen 
CRL 
Mastertronic 



BBC Top 10 



Knight Lore 
Revs 
Alien 8 
Combat Lynx 
Castle Quest 
Elite 
Atic Atac 
Emerald Isle 
Mini Office 
Football Manager 



Ultimate 

Acornsoft 

Ultimate 

Durell 

Micro Power 

Acornsoft 

Ultimate 

Level 9 

Database Publications 

Addictive Games 



Amstrad Top 10 



Knight Lore 

Daley Thompson's Decathlon 

Ghostbusters 

Starstrike 3D 

Alien 8 

Combat Lynx 

Mr Freeze 

Sorcery 

Fighter Pilot 

Minder 



Ultimate 

Ocean 

Activision 

Realtime Software 

Ultimate 

Durell 

Firebird 

Virgin 

Digital Integration 

DK'tronics 



Atari Top 10 



Bruce Lee 
Decathlon 
Pole Position 
Leggit 
Mr Do 
Beach Head 
Kissin Kousins 
Drop Zone 
Atari Smash Hits 
Conan 



US Gold 
Activision 
US Gold 
Imagine 

US Gold 

English Software 
US Gold 

English Software 
US Gold 
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Mail Older: MONOLITH. 
3rd Floor, Lector Court, 161 FarringdonRoad. 

London 6C1B3AD. 



Price £9.95 Inc. P&P 

Cheques/POs payable to Monolith. 

Credit Cilfdsaill 01 -B37 2899. CBM64 



1988 




A FULL CRICKET SIMULATION WITH 

THE FOLLOWING FEATURES TO MAKE 

IT A TRULY "FIRST CLASS GAME" 



, GLANCE HOOK SQUARE CUT COVER DRIVE, 
OFF DRIVE, STRAIGHT DRIVE,ON DRIVE, PULL, BATSMAN DISMISSAL OPTIONS, BOWLED 

RUN OUT, L.B.W., CAUGHT, STUMPED, CAUGHT BEHIND. 

AVAILABLE DIRECT FROM TYNESOFT FOR £9.95 POST & PACKING FREE 

AVAILABLE NOW FOR THEC.B.M. 64 OTHER VERSIONS AVAILABLE IN THE NEAR FUTURE 

TVNESOFT COMPUTER SOFTWARE. ADDISON INDUSTRIAL ESTATE, BLAVDON.TVNE& WEAR NE2I4ZE, TEL: (091) 414 46U 
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The Computer Gamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it with an A5 
(minimum) envelope 
with your name and 
address on it for the 
return of your 
membership card — 
no need for a stamp on 
this as we'll supply 
the postage. 

Send both the 
envelope and the form 
to; 



• August i 9es I 



Gamers 1 Club 
Computer Gamer 
1 Golden Square 
London W1R SAB. 

What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 



(rather like 

Scout / Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 

But enough of this, 
fill in the form get 
yourself an SAE. bung 
our address on the 
front of another and 
dig yourself up a 
stamp. Then you can 
see what it's all about. 
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Tony Hetherington takes an indepth 
look at Monolith's giant, real time, 
action game as tries to stop the Robot 
Liberation Front. 



Introduction 

Deep below the surface of 
the Atlantic Ocean lies the 
Titan power complex. Once 
this was the source of mans 
energy, derived directly 
from the Earth's core. Now 
the Robot Liberation Front 
have siezed the complex 
turning it into a timebomb. 
In ten hours the RLF 
will explode the complex 
causing a massive earth- 
quake that will devastate 
the world's industrial na- 
tions. Your mission is to 
regain control of the com- 
plex, foil the plans of this 
lunatic terrorist organisa- 
tion and generally save the 
world — again. 

The games joystick con- 
trolled action takes place in 
the "streets" of the com- 
plex between the mobiles 
controlled by the five Titan 
computers. Unfortunately 
you only control one com- 
puter, Heimes, and its 50 
mobiles which leaves you 
outnumbered 4 to 1 both in 
computers and mobiles. 

The games view screen 
shows the view and In- 
struments for Just one of 
your mobiles. The 3D view 
down the "streets" is 
created by a technique call- 
ed "actionscaplng" that 
creates a landscape that 
your mobiles can charge 
through at breakneck 
speeds. The instrument 
panel includes fuel and 
energy levels, weapons 
status and a map of the 
complex. Each mobile as a 
unique number and selec- 
tion of weapons systems 
which will be discussed 
later in the article. 

However the ensuing 
battle isn't Just between 
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mobiles, for along each 
road are a number of In* 
stallations that are not only 
used for refuelling and 
mobile repair but also fight 
invading mobiles. 

To the right of the screen 
is the "keyboard" which 
controls the various mobile 
functions aswell as calling 
up the map display that 
allows you to find your 
other mobiles and buy 
selecting one with the 
Joystick passes control to 
another , The n the v lew 
screen changes to show the 
view and controls of that 
mobile. 



Getting started 

Your first few games of 
Quake-1 should be used for 
exploration as well as some 
target practice. 

Activate the weapon 
systems of a handful of 
mobiles and start shooting 
up the "streets". This apart 
from being great fun will 
acclimatise you to the 
strengths and weaknesses 
of the games mobiles, in- 
stallations and weapon 
systems. 

The next stage is to map 
the complex. Not Just the 
road network but the star- 
ting positions and 
strengths of your mobiles 
since they start each game 
in set positions. 

Then its time to think 
about an attempt to stop 
the RLF, 



The Titan 
Complex 



The complex consists of a 
network of 157 roads, of 
various lengths, 5 com- 
puters controlling a total of 
250 mobiles. 

A road map of the com- 
plex is Included in this arti- 
cle on which you can mark 
the opening positions of the 
mobiles and also to show 
some features of the com- 
plex. 

The map was originally 
based on a spiders web but 
then altered so that it is a 
sy metrical. The outcome of 
this is that there are areas 
of the complex with sparse 
long roads and other dense- 
ly populated zones usually 
centering around the Titan 
computers. At the start of 
the game there is an 
average of two mobUes per 
road. 

There are also numerous 
Junctions connecting bet- 
ween 2 and 6 road sections 
with obvious conse-. 
quences. For example, a 8 
way Junction is strategical- 

Sr Important but difficult to 
efend since it can be at- 
tacked from those six direc- 
tions. 



The Titan 
Computers 

The complex was controUed 
by five computers; Ares. 
Vulcan, Poseidon and Zeus 
now under renegade RLF 
control and Hermes. 

Each computer had a 
specific function to per- 
form which was carried out 
by its fleet of mobiles. 
Although the computers 
still perform their original 
programmed functions 
they now have disasterous 
effects. For example Ares 
(attack) and Poseidon 
(defence) now view you as 
the enemy and will attack 
or defend against your 
mobiles. Zeus, the com- 
mand computer, now 
directs the renegrades 
strategy against you and 
uses its mobiles as rein- 
forcements. Finally Vulcan 
which was previously the 
monitoring computer wat- 
ches your every move look- 
ing for your attacks with it 
wUl counter attack and 
perhaps even surround and 
rout the attacking force. 



The Mobiles 

Each mobile has a unique 
number and selection of the 
eight possible weapon 
systems. Consequently you 
will have some heavily arm- 
ed strike mobiles, with 
some having as many as 7 
systems although only one 
offensive and 2 defensive 
can be activated at any one 
time. The average arma- 
nent will be 3 or 4 weapons 
however you will see some 
with only 1 which will be 
best used as scouts or can- 
non fodder. 

The offensive weapons 
incorporate mines that can 
be aropped on roads, 
torpedos for long range 
targets, ionic blasters to 
capture renegade com- 
puters and installations. 
Also in your arsenal are 
fireball guns, missile pods 
and lasers. 

Two defence systems are 
available and are shock 
shield to defend against col- 
lision and impact weapons 
and plasma shields to 
deflect ionic blasts and 
fireballs. 

It is important to 
remember that the enemy 
have the same available 
weaponry at their disposal 
so expect to come under 
fire. 
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Installations 

Scattered along the length 
of each road are a number 
of installations that can 
have a marked effect on the 
game, They broadly divide 
into three groups, attack, 
defence and utilities. 

The attack installations 
also have the same choice of 
the mobiles weapons 
systems so don't be caught 
out if you suddenly come 
under attack from an 
enemy bunker or rig. 

The defence system con- 
sist of sonar beacons that 
warn of attack, magnetrons 
that sap your weapons 
energy and conducting col- 
umns that negate the effect 
of ionic blasters. 

The utility installations 
are involved in the produc* 
tlon of energy (remember it 
was a power station before 
it became a battlefield) and 
include fuel tanks and 
energlsers to refuel your 
mobile or energize its 
weapons systems. Also fac- 
tories to repair damaged 
mobiles, self-explanatory 
cooling domes and quake 
"suppressors and a control 
tower that controls the 
other installations. 

If you capture a control 
tower you gain control of 
the whole road including 
all of its installations which 
you can then use against 
the enemy. To do this you 
must zap it with an ionic 
blaster. However before 
you can do that you will 
have to take out perhaps 
other Installations, for ex- 
ample a conducting column 
that would neutralise your 
blaster. 

As there are strong 
mobiles and weak mobiles, 
there are strong and weak 
roads for it is not only the 
installations that are pre- 
sent its where they are 
placed. For example it 
would be difficult to attack 
a tower if it was surround- 
ed by a conducting column 
and a magnetron since even 
firing a long range weapon 
(a torpedo) from a safe 
distance may have 
disasterous consequences. 
Such tactics may result in 
the accidental destruction 
of a quake suppressor 
which would reduce your 
10 hours in which to com- 
plete your mission 
significantly. 

Luckily the opposite is 
also true as a well placed 
cooling dome when hit 
could take out a rig op 
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bunker with it, leaving the 
road clear for you. 
Therefore Its well worth 
sending a few of your 
weaker mobiles on one way 
scouting trips to see the lie 
of the land. 

It is important to prac- 
tice the assault of roads as 
some don't have towers 
controlling them. Instead 
they have road junctions 
(that muBt be captured 
before you can pass 
through them) or Titan 
computers. 

How to win 

They key to defeating the 
RLF is the same as any 
other game. That is you 
must first know your 
enemy, discover is strength 
and weaknesses and avoid 
the strengths and exploit 
the weaknesses. 

The RLF's weakest link 
lies in the control network 
of the Titan computers. If 
you manage to disrupt this 
then you have a big advan- 
tage that you may turn into 
victory. 

The entire renegade 
threat is controlled by 
Zeus. Every "turn" Zeus 
examines the situation and 
decides whether to let Ares 
attack you or allow 
Posiedon to bolster up 
defences and so on. 
However if you destroy 
Zeus then they will lose this 
"logical" command and 
resort to a random system 
wnere each surviving com- 
puter has an equal chance 
to getting the "turn". 
Similarly taking out Ares 
will reduce the renegade 



RLF attack potential 
although Zeus will step in 
with its reinforcement 
mobiles. 

While the idea of a 
"turn" is inaccurate it does 
convey what is happening 
particularly the important 
fact that although the 
enemy out number you 4 to 
1 they can still only move 
one mobile per "turn". 

Since Quake-1 is a real- 
time game its turns are a 
measurement of time. For 
example if you moved a 
mobile down the games 
longest road it would take 
about 30 seconds. In the 
same time the RLF can only 
perform a total of 30 
seconds worth of action. It 
might move 10 mobiles 
down short roads but that 
would assume each road 
only took 3 seconds to 
travel. 

Don't panic about hav- 
ing to control BO mobiles at 
once because this number 
is quickly whittled down 
until near the end of a suc- 
cessful game the battle will 
be fought between only a 
handful of mobiles. 

The important thing is to 
activate the weapons 
systems in as many 
mobiles as possible as 
quickly as possible as if the 
need arises they will defend 
themselves, but only if they 
activated weapons, Next 
you should mine some key 
roads to Hermes to slow 
down any counter attack. 
Then select a strike force to 
take out important RLF 
controlled roads before tak- 
ing on the computers 
themselves. 
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Conclusions 

Quake- 1 is a game that you 
can enjoy immediately by 
arming a single mobile and 
shooting anything that 
moves. Gradually you will 
learn more about the com- 
plex itself, your own 
resources and your 
enemies forces that will 
allow you to plan a cam- 
paign against the RLF to 
win back the Titan com- 
plex. The games graphics 
and accompanying music, 
titled the Titan March, help 
capture the atmosphere of 
the battle and will ensure 
that mobiles are kept mov- 
ing for month's to come. 
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eep in the steamy Amazon jungle 
danger lurks amongst the swamps and 
creepers. Armed only with a blowpipe and 
a limited number of poisoned darts, your 
journey takes you through some of the last 
unexplored areas of Rainforest. 
Look out for treacherous headhunters and 
^scorpions, while above you deadly tree 
■ snakes wait to strike at easy prey, 
I Try and outrun them, but you'll have to 

stop, load and shoot eventually! 
Your adventures take you through dank, 
rie caves echoing with the sound of bloodsucking 
vampire bats. Wierd wraithes chase you out to face the 
climax of the game around a ruined temple. 
Dodging the crumbling masonry you must combat 
giant spiders waiting to entwine you in their deadly 
webs. But are you accurate enough with your blowpipe 
to face the final conflict? 
There are 4 levels of difficulty spread over 3 incredibly 
detailed 3D scrolling landscapes and should you be 
>. caught out, the end you face is definitely not for 
^ ■ the faint hearted. 

Realistic sound adds to the thrill of the 
.v chase - make sure the screams aren't 
". t * yours if you are dragged away by the 
|^ * awesome Quetzalcoatus. 

Load up. and be ready to shoot! 
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New Generation products are 
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Atari are bouncing ba 
this month with a gre 
new game called 'Pap* 
boy 1 , that and Marl 
Madness bring Atari ba 
into the forefront of a 
cade design. Mil 
Roberts dragged Ste 
Phipps along to take pit 

Paperboy is the latest 
a line of games from Ata 
ail of which have been o 
high standard. The theme 
behind Paperboy is to 
deliver papers from your 
BMX bike. In America 
delivering is throwing t" 
iaper at the door or i 
ox of the house conci 
ed. 

However, there is a bit 
a twist. You are told w 
has subscriptions to t 
paper that you are deliver- 
ing (called the Daily Su* 1 
no connection with o 
esteemed Fleet St journa 
and who has not, Wh 
somebody has a subscr 
tion to the mag the' 
have a welcome mat with 
'SUN f written on it- Throw- 
ing your paper at the dc 
or the mailbox results ii 
bonus. 

Houses that don't have 
subscriptions are genera 
dark and mysterious wl 
rude messages on thi 
door mats. With these 
houses you get a bonus f~ 
throwing papers throuj 
windows, doors, breaki] 
statues etc. In fact, do 
much vandalism as posi 
ble. but remember that y( 
only have a limited supp 
of papers and need to vi* 
various pick up points 
get more. Remember dor 
smash windows at the e 
pense of missing out < 
your subscribers. 

There are various 
obstacles to be avoided ar^ 
shot with your paper 
radio controlled car 
bikes, break dancers, pe 
pie fighting and digging tl 
road. 

Also on your travels yc 
may find other bom 
givers that you will have to 
Find the use of such as the 
piles of sand dug up from 
the road. If you jump these 
BMX style you can get a 
bonus. 

At the end of the street 
you enter the training 



track with targets all over 
it, You must do the course 
and throw the papers at the 
targets . There are many 
obstacles including jumps 
overt streams and bridges. 
After that you have a 
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Paperboy 



that day. Houses that you 
missed will cancel their 
subscriptions, and others 
ike them up. At the 
end a newspaper is put on 
the screen with headlines 
about how bad you are at 



unwi 



least for me!). 

The game is controlled 
by bicycle handlebars that 
turn for direction and push 
forwards and backwards 
for power or braking This 
is a very good control 



Turkey Shoot 



All in all this is one of 
the better games that I have 
seen, and the graphics are 
very good indeed. 

Another game that has 
just appeared is very 
similar indeed to the Com- 

1 «T_ J _ l_t ,f^ 



cor', in International Foot- 
ball (!) you can have one or 
two players controlling two 
(on soreen) players each 
plus one goalie. The pro- 
blem with soccer games has 
been one person controlling 



a number of players. The 
usual solution for this is by 
the computer controlling 
most of the players and the 
human player only con- 
trolling one. This game 
gives each of the (human) 
players two joysticks. One 



player and the other stick 
the other player. You can 
tell which is which because 
one of the players is White 
and the other is Black. The 
control method is rather 
odd as using the two 
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can be a bit confusing. 

Fire buttons control the 
shooting and tackling of 
the ball and fouling. 
Gameplay is also very 
similar to the Commodore 
game although the graphics 
are a bit better and the 
players are much larger 
due to there being less of 
them. The pitch is of the 
horizontal scrolling type as 
seen on many of these 
games. As a two player 
game this can be very en- 



player game there is not the 
challenge there that a game 
like Paperboy or Comman- 
do can offer. 

Kung-Fu games seem on 
their way out now. Konami 
however are producing a 
game called Yle Ar Kung- 
Fu. this is very similar to 
other martial arts games, 
but it Is worth noting due to 
its genesis — it was 
originally written for the 
Japanese series of com- 
puters and was then con- 



similar manner to Pitfall 
that was covered some 
months ago. 

Turkey shoot is a par* 
ticularly odd game, if only 
from its storyline. The 
game has a great big gun on 
the front of the cabinet 
with a fire button and a 
grenade launcher. On 
screen turkeys dressed up 
like gangsters do various 
things and you have to 
shoot them, and they turn 
into roast turkeys! Good 



Table Football looks li 
staging a comeback w 
KDCX. 

LED scoiing. a cheer- 
ing/booing crowd and 
Astroturf make this a good 
diversion from the small 
screen for a while. I wonder 
what other 'old* arcade 
games are to ben if It from 
tech? 

Thanks to all at Deith 
Leisure for letting us use 
their machines (and card- 
board boxes). 
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THE GREAT AUIGATA 



Computer Gramer and 
Alligata Software are offer- 
ing you the chance to win a 
fantastic Mitsubishi CD 
player, but you'll have to 
fight for it. 

We're looking for 8 con- 
tenders to fight for the main 
prize In a tournament bas- 
ed on Alligata's new boxing 
game. Knockout, at the 
AUigata stand at the FCW 
show in September, 

If you'd like to be one of 
those contestants then 
simply answer the five easy 
multiple choice questions. 
Then all you have to do Is 
think up a name for a Box- 
er which will be used as a 
tiebreaker* The name you 
select should be amusing 
and original and should 
describe your style of play. 
A few examples are includ- 
ed in the game, such as 
Slugger Sam and Bald Bul- 
ly* 

Send your entries with 
the completed from below 
to: Computer Gamer 
(Knockout), 
No. 1 Golden Square, 
London W1R 3AB. 

Make sure your entry 
reaches us by August 26th 
and you may be invited 
down to Olympia in 
September where you could 
see the PCW show and even 
return home with a com- 
pact disc player. 



The Questions 

Examine the following 
multiple choice questions 
and when you think you 
know the answers write 
them in the spaces on the 
form below. Also in order to 
help the judges repeat your 
answers on the back of the 
envelope. 









1) What colour are the 
corners of a boxing ring? 

a) red 

b) blue 

c) red and blue 

d) red. blue and white 

2) Who floated like a 
butterfly and stung like a 
bee? 

a) Joe Frazier 

b) Muhammed All 
■c) Henry Cooper 
d) Joe Bugner 

3) Who did Barry 
McGulgan beat to become 
world champion? 

a) Pedrosa 

b) Perdraza 

c) Perdo 

d) Perno 

4} How long does an 8 
round boxing fight last? 

a) 24 mins 

b) 31 mins 

c) 34Vfc mins 

d) 38 mins 

5) Which British boxer 
floored Muhammed All? 
a) Alan Minter 
b} Joe Bugner 

c) Henry Cooper 

d) Colin Jones 



The Prizes 



First prize is a fabulous 
Mitsubishi DP 107 Compact 
disc player plus a System 
80 tape deck that can play 
up to seven cassettes con- 
tinuously. The total price is 
worth over £750! 

The CD player offers 
superb stereo sound void if 
any distortion caused by 
dust and dirt. The system 
uses a 3 beam laser that 
reads the disc to produce 
superb sound. 

The system 80 tape deck 
allows the user to program 
up to ten hours of con- 
tinuous music from any 7 
audio cassettes, or if you 
only want a single traok of 
a single tape then the 
system will find it for you. 

Runnersup 

The other seven contestants 
won't leave empty handed 
as they will collect a 
goodies bag full of AUigata 
software, 



25 copies of 
Match Fishing to 
be won! 



As an added bonus AUigata 
are offering the chance 
a copy of Ja 
Charlton's Match Fishing 
AH you have to do to enter 
is count the number of 
fishy puns that you can 
find in the review ot the 
ame in this month's 
amer. Then simply write 
number on the back of 
an envelope. Include 
the envelope your name 
and address and at 
tiebreaker as many addi 
tional fish puns that you 
oan think of 

Then send your entry to 
Computer Gamer (Fishing). 
No 1 Golden Square, Lon- 
don W1R 3AB. All entries 
should reach us by Aug 
£6Lh, 
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Football Manager 




The Sinclair Spectrum has 
been the focal point of the 
British software Industry 
for over three years. Since 
the early "fruit machine" 
days the standard of games 
has increased immensely. 
Consequently this selection 
isn't lust the games that I 
still play but it also forms a 
potted history of Spectrum 
software. The collection in- 
cludes Football manager 
which although written en- 
tirely in Basic is still one of 
the most addictive games, 
knight Lore, a superb 3D 
arcade adventure, Match 
Point possibly the best Ten- 
nis game available on any 
computer and Beach-head 
which was one of the first 
American imports con- 
verted from the C64 for the 
Spectrum. 

The collection also 
shows the variety of Spec- 
trum software as It in- 
cludes adventure, arcade, 
sports, strategy and 
wargames. 




Football 
Manager 
Addictive Games 
1982 

Although written entirely 
in Basic, Football Manager 
is arguably the most addic- 
tive game ever. In it you 
play the manager of your 
favourite team having to 
cope with injuries and the 
transfer market as you 
strive for league and cup 
glory. 

My neighbours still 
haven't recovered from the 
celebrations after I won the 
FA cup as a third division 
team! 

The Hobbit 
Melbourne 
House 1982 

Despite the fact that the 
Hobbit was one of the first 
Spectrum adventures, it set 
such a high standard, that 
it is still one of the best. Its 
mixture of graphics and in- 
formative text plot the 
adventures of Bilbo in his 
quest for the evil dragons 
gold. During the game you 
meet the elves, goblins and 
dwarves of Tolkiens classic 
novel and of course Gan- 
dalf, Gollum. Smaug and 
Thorin who is still singing 
about gold. 






" ~ - * I .ea* . " ; 



: - :phnO" 
: = :" : : 



Ei" 



The Hobbit 




Jetpao 



Si 



lony Hetherington selects 
15 classic games that all 
Spectrum owners should 
have. 



Jetpac 
Ultimate 1988 



Atic Atac 
Ultimate 1983 



Ultimates first game, Jet- This was the first of the so 



Eiac. is still the inspiration 
sr other games. This fast 
action space shoot 'em up 
launched Ultimate as a ma- 
jor software house. 

The game challenge its 
Jetpac powered players to 
collect fuel and treasure 
from alien worlds while 
blasting the attacking 
aliens with your "mega 
powerful, Quad Photon 
Laser Phasers". 

Manic Miner 
Software Projects 
1983 

Originally with the sadly 
defunct Bug Byte this 
classic platform game had 
many a player leaping from 
platform to platform while 
avoiding posioness pansies, 
spiders, slime and of course 
manic mining robots. 

Luckily Miner Willy sur- 
vived the ordeals to star in 
the games sequel, Jet Set 
Willy. 



called graphic adventures 
in which you were trapped 
in a castle full of ghosts. 



ghouls and monsters. 

The game featured 
superb graphics of the 
rooms objects and 
monsters that populate the 
castle. Players could select 
to play either a Knight, Serf 
or Wizard, each with an 
unique weapon and move- 
ment abilities. A nice 
finishing touch was the 
players energy level that 
was displayed as a turkey 
which is gradually eaten. 

Dungeon 
Adventure 
Level 9 1983 

Level 9 have conslstantly 
defied the Spectrum's 48K 
limit by cramming in a 
series of superb text only 
adventures. 

Dungeon Adventure, my 
favourite, is an excellent 
example of their use of 
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Scuba Dive 



compression techniques by 
which their adventures 
contain more descriptions, 
locations and traps than 
should be possible in the 
memory allowed and is 
why they are regarded as 
the British Infocom, 



Computer 
Scrabble 
Psion 1983 

Psion achieved the impossi- 
ble with this computer ver- 



Scuba Dive 
Durell Software 
1983 

In this unique game you 
had to explore the undersea 
depths in search of 
precious pearls. These lay 
on the sea bed or in deep 
underwater caverns guard- 
ed by octopuses. 

You also have to avoid 
sharks and other 
maneating fish while keep- 



oxygen level which can be 



computer players (drawing 
on a vocabulary of over 
11000 words — in only 
48K!) competing at four 
levels. With the highest 
level giving even seasoned 

scrabblers a challenging 
game. 



Ant Attack 
Quicksilva 1983 



new system called Softsolid 
3D tnrough which its 
players could explore the 
3D walled city of 
Antescher. 

Armed with only a hand- 
full of gronades the player 
had to find and rescue his 
other half from a city full of 
deadly ants. 



Bugaboo 
Quicksilva 1983 

Written by Spanish authors 
Indescomp Bugaboo is a 
flea that has to hop and 
Jump out of a cavern by 
leaping from ledge to ledge. 
The caverns landscape is 
wonderfully alien complete 
with strange flowers and 
curious rock formations, 
unfortunately for Bugaboo 



iMliip:*! 



hungary dragon that snaps 
up careless fleas. 

Match point 
Psion 1984 

This is the best Spectrum 
sports simulation as well as 



being the best tennis game 
that I've played on any 
machine. 

Either two players can 
battle it out or one can be 
beaten by the computer at 
three different levels. 

The action is accom- 
panied by a crowd that 
follows every ball, an um- 
pire and ball boys. 



Micromega 1984 

Inspired by the classic 
Atari game Star Raiders. 
Codename Mat is a fast ac- 
tion 3D space game in 
which you must defend the 
galaxy from the attacking 
Myons. 



Luckily your ship is 
equipped with long and 
short range scanners, 
shields, battle computer 
and lasers that should be 
fully armed as you warp in- 
to battle. 

Three types of attacking 
Myon ships await you but 
should you be hit you can 
dock and be repaired by 
any planet not yet under 
Myon control. 
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Codename Mat 



The Lords of 
Midnight 
Beyond 1984 

Described as an epic game, 
M idmght used the land- 
sea ping technique to 
become the first game to 
have 32.000 views. The 
view illustrated the land of 
Midnight where the evil 
Witchiung rules Your mis- 
sion in the game is by con 
trolling four characters 
raise and command armies 
to do battle with the evil 
forces of Doomdark. Mean- 
while your fourth 
character Morkin must 
travel alone to find and 
destroy the Ice Crown. 

Midnight is the first of a 
trilogy of games. The se- 



was released the third part 

The Eye of the Moon is to be 
released m September. 



Beach-Head 
US Gold 1984 

Five linked war games form 
one of the best arcade con- 
versions for the Spectrum. 
Originally written for 
the C64 the Spectrum ver- 
sion kept Its gameplay to 
become a classic Spectrum 
game. To succeed in your 
mission to destroy the for- 
tress of Kuhn-lin you will 
have to guide your fleet 
through a minefield, shoot 
down attacking aircraft, 
sink enemy warships, 
guide your tanks up the 
beach before taking out the 
enemy gun positions. 



Ultimate 1984 



This the third Ultimate 
game in this collection 
shows how they pushed the 
Spectrum to its limits. 

Knight Lore is a true 3D 
arcade adventure in which 
our hero must find the in- 
gredients to a brew that 
will cure his problem — 
lycanthropy. While being 
in his werewolf phases can 
have its advantages (he can 
run faster and jump fur* 
ther} he triggers more of 
the fiendish traps and is at- 
tacked by more of the 
creatures. 

Knight Lore feature 
superb 3D rooms and 
animated figures created 
by Ultimate's filmation 
technique which is only 
now being converted for 
other machines. 
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SPECTRUM 48K 
AMSTRAD 464 

£9.95 



GARGOYLE GAMES LTD.. 74 KING STREET, DUDLEY. WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 




SILVER RANGE. Seeing. 
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THE HELM Adventure 

An amusing, stylish text adventure 




CHICKIN CHASE Arcade 
Ruling the roost can be a hard life 




ESTRA Arcade 

Recover the sacred statue of Estra the 

Snake God 




VIKING RAIDERS War Game 

A test of strategy against the computer or 

friends 




&.— 



DONT PANIC Arcade/Strategy 
Amusing and challenging, a game 

with a difference 





HEUCHOPPER Arcade 

Fast and smooth multi-screen action 



MR FREEZE Arcade/Strategy FAH 

Six compartments, each tougher to de-ice Sixt 





EXODUS Arcade DUCK! Arcade HEA 

Strange creatures emerging from the pits Comedy and music in this novel duck shoot Nerv 





im 
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MICROCOSM Arcade 

Addictive and challenging multi-level 

arcade action 



SUBSUNK Adventure with Graphics 
Trapped on the sea bed in a scuppered 
submarine 



MICK 

Four 





RUN BABY RUN Arcade 
Multi-car cop chase and shoot-out 



ZULU Arcade B °01 

100 golden masks hidden in a magic maze rwent 





DONT BUY THIS ! Compilation 
Five of the worst games you have 
ever seen 



i 



THE HACKER Arcade/ Strategy ?HOR - 

Terminal to modem, telephone network to *am S 
mainframe 3nd "'* 



Fircoird and the Firebird tooo are trademarks o\ British Telecommunications pic 



ngis believing £2.50 each 





■ ■ 






rtt'OMNUJi- 



CKxi 






FAHRENHErT3000 Arcade/Strategy 
lode-ice Sixty four screens to meltdown 



GOGO THE GHOST Arcade/Adventure 
150 different haunted castle chambers 



CIRCUS CIRCUS Arcade 
Twenty circus rings to escape 





HEADACHE Arcade 
duck shoot Nervous Ned's quest to serve the Brain 



BIRD STRIKE Arcade 

Wing the planes and shoot the pigeons 




* 



THE WILD BUNCH Strategy/Adventure 
Accused of murder, hunt the real killer 



FIREBIRD SILVER CATALOGUE 



thics 
ippered 



MICKEY THE BRICKY Arcade 
Four screens packed with fun 




AMSTRADCPC464 

026 MR. FREEZE 

029 THE WILD BUNCH 
042 SHORTS FUSE 
044 SUBSUNK 

BBC MODEL B 
003 BIRD STRIKE 
005 DUCK! 

022 ESTRA 

023 THE HACKER 
025 MR. FREEZE 
039 MICROCOSM 

ELECTRON 

027 BIRD STRIKE 

030 THE HACKER 



COMMODORE 64 
015 MR. FREEZE 

01 7 BOOTY 

018 EXODUS 

01 9 HEADACHE 

020 ZULU 
024 GOGO 
02B ESTRA 
032 SUBSUNK 
034 THE HELM 

038 CHICKIN CHASE 
041 CIRCUS CIRCUS 

VIC 20 (UNEXWNDED) 
002 MICKEY THE BRICKY 



SPECTRUM 16K/48K 
006 RUN BABY RUN 

035 DONT PANIC 

SPECTRUM 48K 

008 VIKING RAIDERS 

01 2 THE WILD BUNCH 

014 MR. FREEZE 

016 BOOTY 

031 SUBSUNK 

033 THE HELM 

036 SHORTS FUSE 

037 HEUCHOPPER 
040 DONT BUY THIS! 
043 FAHRENHEIT 3000 



nagic maze 



BOOTY Arcade/ Ad venture 
Twenty holds full of pirate loot 



MAIL ORDER 

Please state name of game (and machine) and numbers required. 
Enclose crossed cheque/PO made payable to FIREBIRD SOFTWARE 
All offers are subject to availability. Orders are despatched promptly. 
All prices inclusive of VAT and postage. 

MAIL ORDER: 'FREEPOST FIREBIRD, 
WELLINGTON HOUSE, 
UPPER ST. MARTINS LANE, 
LONDON WC2H 9BR 





"NOSQmps 
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i SHORTS FUSE Arcade/Strategy 

letwork to Sam Short secret agent versus Boris 
and his bombs 




FIREBIRD SOFTWARE. WELLINGTON HOUSE. UPPER ST MARTIN'S LANE, LONDON WC2H 9DL TEL: 01 -379 6755/5626 
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RECORDMANIA 

14 DAVYGATE CENTRE YORK 

Tel: (09M) 33993 

AMAZING BARGAINS!! 
IN SPECTRUM SOFTWARE 



TITLE 



CLUB RECORD CONTROL 
COLLECTORS PACK 
SMALL BUSINESS ACCTS 

3 PACK 



VU-FtLE 

VU-CALC 

VU-3D 



5RP 



9,95 



3 PACK 



MAGNETS 
GLIDER 

FLIPPiT 
CHESS TUTOR 

CARGO 



5 PACK 



LEARN TO READ 1 
LEARN TO READ 2 
LEARNTOREA0 3 
LEARN TO READ 4 
LEARN TO READ 5 

5 PACK 



BEYOND BASIC 

ZX FORTH 

ZEUS ASSEMBLER 

PRINT UTILITIES 

MONITOR DISASSEMBLER 

MUSIC MASTER 



6 PACK 



12,95 

5.99 



9J8 

a.95 

9,9$ 

5.99 



7.95 
7,95 
9,95 

M6 

7,95 

5.99 



7,95 
7.K 
7,95 
7.95 
7.95 

5.99 



9.95 
14.95 
12.95 

9.95 
12.95 

9.95 

10.99 



EARLY PUNCTUATION 
SPEECH MARKS 
APOSTROPHE 

CAPITAL LETTERS 
CASTLE SPELLEROUS 
ALPHABET GAMES 


4 05 
4.95 
4.95 
4.95 
4.95 
4.95 


6 PACK 


5.99 


SPACE RAIDERS 
PLANETOIDS 
HUNGRY HORACE 
HORACE AND THE SPIDER 
ERIC AND THE FLOATERS 
ZIPPER FLIPPER 


4.95 
4.95 
5.95 
5.95 
5.95 
5.95 


6 PACK 


5.99 


CATTEL IO TEST 


12-95 


6 PACK 


3.99 


DRILLER TANKS 

BUBBLE BUSTER 

BIORYTHMNS 

REVERSI 

BUGABOO THE FLEA 

MANIC MINER 


5.95 
5,95 
5.95 
5.95 
5.95 
5.95 


6 PACK 


5.99 


BACKGAMMON 
PLANET OF DEATH 
INCA CURSE 
SHIP OF DOOM 
ESPIONAGE ISLAND 
EMBASSY ASSAULT 


5.95 

5.95 
5.95 

5.95 
5.95 
595 



6 PACK 



5.99 



VALHALLA/GREAT 5PACE RACE 
SRP £29.00 OUR PRICE £5.00 FOR 
BOTH. 



Please make Chequea/PO lo Recordmenle, add 50p per order P&P. Allow 10 days for 

delivery overseas wrtle fini 



COMMODORE 

QUAKE-1 £7.50 

ROCKFORD'S RIOT £7.50 

EXPLODING FIST £7.50 
ELITE £11.00 

MIG ALLEY £7.50 

GH0STCHASERS £7.50 
BOTHAM'S CRICKET £7.50 



SPECTRUM 

DAMBUSTERS £7.50 

GLASS £5.95 

DUN DARACH £7.50 

ROCKY £5.95 

DYNAMITE DAN £4.95 

MATCH FISHING £5.85 

KNOCKOUT £5.50 



P&P inc. in U.K. Orders to: 
Megasave 
Dept 2, 76 Westbourne Terrace, London W2. 



SPECIAL DEAL FOR ATARI 
400 / 800 / XL / XE 

HIRE your firs! 2 games FREE from our extensive 
range of sofiware. Up to the minute releases avail- 
able. Apply Now! 

OR 

BUY all the latest software titles at best possible 
prices. (New releases available direct from U.S.) 

Atari hardware and modems now available at 
discount prices. For further details send S.A.E. to: 

CHARNWOOD GAMES 

27 WARWICK AVENUE. QUORN, 

LOUGHBOROUGH, LEICESTERSHIRE. 

TEL: 0509 412604 



SHEKHANA COMPUTER SERVICES 
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OUR 




RRP 1 


=RICE 


Gno*!Dus1i*f« 


Mf f = 


7,60 


KrHoftl Lore 
Underwurlde 


9 95 


7.50 


9« 


7.50 


Oatay Thomp Decathlon 


B n 


499 


Maicfloay 


795 


5.99 


rapow 


7.95 


590 


Moon Cresta 


695 


5 75 


Spy Hunter 


795 


5.90 


Every Ones A Walty 


999 


7 50 


Dam busters 


995 


795 


MaiCftpOfnt 


7,95 


5 50 


Technician Tea 


5 95 


4 45 


Shadow Firo 


9 95 


750 


Dar. Slar 


7.95 


5,90 


Star Strive 


5 95 


445 


An mated Strip Pofcv 


695 


550 


Hunchback II 


&M 


S£fi 


Tif Na Nog 


995 


750 


A'fWOlf 


695 


B H 


Pyjamarama 


6 95 


5«g 


Strange Loop 
Pote Position 


rja 


590 


799 


o ro 


RatfOver Moscow 


7 95 


590 


Hard Hat V« 


195 


fl 9fl 


The Fourth Protocol 


12 95 


9£g 


Sup^ Oran 


995 


7.50 


Ons on On* 


B95 


B U 


Cauldron 


799 


' H 


Projecl Future 


595 


520 


F*gMnrPWo! 


795 


5 JO 


Wank M "t 


^ **> 


3 50 


J Ban Squash 


795 


5 90 


Br li 'iTir i.l 


■ u 


590 


HfpBf Sport* 

■vi-, i M..I.T.J': 


7AS 
ft 05 


510 

Mo 


Gremlins 


B H 


750 


Archon 


10 9* 


695 


ntrtoti 


7 95 


5,90 


Em. i ■ Aogefl 


795 


BflO 


Full Throttle 


6 95 


550 


Twin Kingdom Valley 
Taaai ol Ara&ian N*Qhta 


795 


399 


550 


425 


World Series BaaohalL 


795 


550 


Rocky 


795 


*j^c 


Eu'afca 


14.95 


750 


Zaxxon 


795 


590 


Fantaaitc Voyage 


M li 


S 50 


Bfoc* 


f 96 


■ n 


a an B 


■-. 


7 50 


Death Star Interceptor 


r« 


S H 


Warlord* 


550 


125 


Ho6Wft 


hUE 


Q r,q 


Dun Dtncfi 


905 


7 t 2D 


N»ghf Gunner 
Oragonlorc 


695 

795 


5,90 
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Avalon 


7.95 


590 


Rocky Horror 5 how 


-i M 


5 75 


F Bruno's Boxing 


US 


5 50 


Tea-lmalch 




499 


FJ-gtll Simulation 


795 


550 


St<»vG Davis Snooker 


795 


5 90 


Street Hawk 


695 


5 25 


Jet Sei Willy 


5.95 


5.25 


Minder 


9J9 


7 50 


Frank)* Goea To Hollywood 


9 AS 


750 


Super Gran Adventure 


995 


7.50 


Do Joy Tomi Supenest 


6 95 


545 


Spy V Spy 

Way of Eapfodkng FJal 


B | i 

995 


750 
750 


A view to a Ml 


TOM 


850 


* * * AM5TRAD • 


* a 




One on one 


0,95 


750 


Archon 


1195 


■w< 


Everyone" s a Welly 


9.95 


725 


Beech Heed 


MB 


7 50 


Hard Hat Mac 


8 95 


7,50 


Daley To ma Superleit 


B.95 


6 75 


run Daracn 


995 


750 


Combat Lynas 


e bo 


MO 


Fighter Pilot 


6,95 


MQ 


9Jfl 


750 


Knight Lona 

F Bruno* bcuing (avail 16/7} 


^>' 


750 


9,96 


(MM 


Street Hawks 


B U 


6 75 


Azimulh (tVdaMgmn't) 


6 95 


750 
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Knigh? Lore 
Revs 

Combat Lyn*t 
Manic Minor 

Matchrjay 
Ajtesng 



B K 

695 
95 
S 95 



750 
1175 
7 25 
775 
695 
75Q 







OUR 




RRP 1 


PRICE 


Elite 


14 95 


1125 


On court Tennis 


10.99 


899 


On field Football 


1099 


899 


Star League Foolbail 
Slrip Poker 
T*t Na Nog 


10« 


8 ■ 


9.95 


7 50 


995 


750 


F. Bruno's boxing 


7 95 


650 


Beeormd 


9 95 


7.50 


Solo Ft.ghi 
Ring Alley Ace 


14 95 


1120 


995 


7 95 


Bruce Lne 


9 95 


750 


Naia Conrman<$tr 


395 


7 50 


Spitfire Ace 


Bjft 


750 


Qhoetbuitera 


1099 


840 


Qaltlo For Midway 


B H 


7.50 


Frenkio Goes To Hollywood 


a B5 


7.50 


Daley Toms Superlesi 


7« 


590 


Droozoifl 


Ufl 


705 


Jewels of Babylon 


7 y. 


5,25 


Mr Do 


999 


7.95 


Zaxton 


996 


750 


Summer Oamee 


14 95 


1120 


Quo Vadis 


a\H 


750 


The Rocky Horror Show 


895 


695 


Dam bust era 


'-9: : 


7 50 


Hyper Sports 


6 95 


7.50 


Hard Over Moscow 


9 95 


7 50 


Stall Of Karnaih 


UQ 


750 


Blue Max 


us 


7.50 


Tapper 


9 95 


750 


E urea a 


1495 


., da 


Int BaaketbaJl 


599 




A view to a kin 


1099 


B M 


Lffu-.l;:r mf] 


995 


795 


Daley TDomp Decathlon 

Di^ Dug 

Fighter POot 


7M 


■:■ 90 


b\98 

9&S 


7 95 
750 


Pitatop II 


1095 


%M 


Joi Sol WWy II 


B H 


6 75 


OudsJmodo 


a K 


750 


Herby'a Dummy Run 


9 95 


7 50 


Street Kawka 


795 


590 


American FoottMill 


B |g 


7 50 


Do Boy 


9 99 


7.95 


Spy Hunier 


B n 


750 


7 95 


590 


Ftstful of Fun 


995 


750 


Spitfire 40 
Slop Shot 


999 


750 


3 95 


} n 


International Tennis 


b as 


i a 



* •* COMMODORE 


* * * 


mm 




RRP PRICE 


Boulder Dash 


B H 


7 25 


Oranam Gooch Cricket 


9 96 


650 


Airwolt 


795 


b*Z 


Hobbitt 


1495 


999 


Way of Exploding Fiat 


- Dfi 


7 50 


Super Huey 


1V95 


■i 99 


Combat Lyna 


IJfl 


6M 


Lords ol Midnight 


B 99 


750 


The Fourth Protocol 


12 95 


9 90 


Shadowfiro 


b\99 


750 


Arabian Knights 


700 


5 25 


Cad c^n Wairlof 


M6 


750 


F15 Striae Eagle 


14.95 


1170 


Black Thunder 


7 95 


550 


Archon 


1195 


:^ 


Impossible Mission 


■■ yf. 


7.50 


Castle of Terror 


B 98 


750 


Hunchback: II 


7 90 


590 


Match ooini 


7 95 


54H 


Raid on Bungling Bay 


995 


7 50 


Slrangeloop 


695 


B 96 


Tim Loves Cncfc&i 


us 


795 


Syatem 15000 


■4rft 


999 


Internet Focrtbail (Rom) 


MM 


11 20 


Coloaaus Ch«s 


r K 


7 50 


Gromllna 


995 


7 50 


Pacman 


999 


7 95 


len Bolttams Crrckel 


9 95 


750 


Super Gran 


995 


750 


Eufcryones A Waily 


9 95 


720 


Roland Rat Race 


795 


5 95 


Bounty Bob 


9*99 


7 50 


Entombed 


995 


750 


Cauldron 


7 95 


590 


Azimuth (Heed AHgnmenti 


IM 


750 


Chopl'fter 


|H 


} 98 


Hare Hat Mack 


995 


7.95 


fleaim'lmpowibinty 


9 95 


7 95 


Gorge Revenge 


995 


750 


* * * C18;PLUS4 * 


» • 




A.rwolf 
Olympiad 
Rig Attach 


6 95 

695 
8 95 


590 
5,25 

S25 


Lunar Oocklng 
5upertile 16 (abase) 


695 


5 25 
795 




Canoe S ia lorn 
Super Gran 


795 


B -iii 


995 


750 
525 


Suoer Gran Adventure 


795 


a Tagger 


a h 


590 


Roller Kong 

Ou<ckebot fUoystick «50 


6 95 


550 



Grand Natural 
Herbv h » Dummy Run 
Cttuctty Egg 2 
BSCKgajrnfnofl 



195 



695 
*95 



S H 

750 

575 



All Prices include p6p -n UK. 

Europe adrJCl.ODp per lape Etsewhevea 

Chequea/PO payable to 

5CS. Dept (HCWV 653 Green Lawm, 

London NQ 0OV. Tel: (011 B00 3156* 

SAE fox fiat 



cost. 



COME AND PICK UP YOUR SOFTWARE AT MARBLES SHOPPING CENTRE, UNIT 
1M2, 527-531 OXFORD STREET. LONDON W1R 1DD (1 MINUTE FROM MARBLE 

ARCH TUBE 5TN) 
FURTHER TITLES AND OFFERS AVAILABLE AT OUR SHOP WHICH IS OPEN 7 
DAYS A WEEK FROM 10-AM - 19.00. SUNOAYS 11AM - 16.00 

ABOVE DISCOUNTS APPLICABLE ON PRODUCTION OF THIS ADVERT AT OUR 

SHOP. 
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Hints have been flowing in- 
to our post, box thick and 
fast recently. A lot of people 
will be picking up their 
Beta Ratings soon. 
Remember to get a Beta 
Rating you must be a mem- 
ber of the club and have a 
hint op tip published. You 
can either apply at the time 
quoting your membership 
number, or you can apply 
later stating which issue 
the tip was in and including 
an SAE. I would reocom- 
mend the latter, as it could 
be a waste of a stamp on 
your SAE if your tip doesn't 
get published (however, if 
you are that confident . . ). 
When we get that info, you 
will get your much sought 
after Beta Rating. 




dungeon- 



The first idea comes 
from J Chasey of Cheshunt, 
and he says: 

"On beachhead sequence 
5 on the Commodore 64, 
when you shoot a defence 
system a score will appear. 
If you keep on shooting the 
score on the screen, it will 
keep on being added to 
your score, using this 
method I have scored 
122400 on the game". 

And from Ray Frost of 
Liverpool comes an idea 
that enabled him to score 
99-0 on Spectrum Match 
Day on International level. 
"This score was aohieved 
with a little help from a bug 
in the game. As long as you 
can prevent the computer 
from scoring it is quite 
easy, all you have to do is 
stand on the line in front of 
the goal (try to get to the 
goal line when the clock is 
on either 35 or 80 minutes) 
and wait for a while". 

"As the clock changes 
for half or normal time 
kick the ball into the net, 
when the centre is next 
taken the clock will con- 
tinue to go, giving you ex- 
tra time. This can be 
repeated each time the 
clock nears the 45 or 90 
mark. Don't score more 



than 99 goals as the score 
then resets itself". 

He also has a tip for 
Boulder Dash players: "On 
my screen with an en- 
chanted wall, it's not 
necessary to collect any 
gems. All you have to do is 
to set the wall off then find 
the exit and wait for it to 
flash, then it does go into 
the next screen". 

From Scott More of Hud- 
dersfield come a useful list 
of spells on Ultimates 'Staff 
of Karnath* and a few tips 
as well. 



The Staff of 

Karnath 

Here are a list of spells you 
can use and what nasties to 
use them on: 

FORTHRIN — Dragon, 
ghosts, bats, knight, vam- 
pires, flying axes, small 
trolls and witches. 
IBRAHIM — Large trolls, 
green spiders and the pot of 
pans lea. 

THROBIN — Carpet. 
UMPHALUS — Shield. 
STOLY — Force-field. 
YEROBAS — Skeleton. . 
KNOSSUS — Python. 
AEULUS — The flames in 
the Great Hall. 
BARACATA — The obelisk. 
MENHIR — The staff. 



Daley Thomp- 
son's Decathlon 

If, on the long jump, you 
jump too soon and land 
close to the right hand side 
of the take-offline, you can 
score a jump of about 70 
metres. 

Manic Miner 

To have up to 255 lives on 
the Commodore version, 
wind past the loader of the 
tape. To do this, load the 
game as normal, and when 
the first part of the pro- 
gram has loaded, turn the 
computer on and off. Now 
the tape will be in the cor- 
rect position. 

Then type:L0AD "",1,1 and 
when it has finished, enter 
the folowing poke: 
POKE 16424, 

You put, after the comma, 
how many lives you want, 
this number can be bet- 
ween 1 and £55. 

The Hobbit 

Many people cannot escape 
from the Goblin's dungeon. 
To do this, command gan- 
dalf or Thorln to CARRY 
ME, then command to 
OPEN WINDOW and the GO 
THROUGH WINDOW. 

International 
Soccer 

To score lots of goals, there 
is one method I always use. 
Obtain the ball and run 
down the wing. Advance to 
your opponents goal and, 
when you are roughly level 
with the front of the penal- 
ty area, shoot at 45 degrees 
and the goalie gives a 
useless straight Jump and 
you have scored. Using this 
method I managed to beat 
level 9.4-0. 

Tim Love's 
Cricket 

If you keep hitting the ball 
in one half of the screen, 
the fielders will become out 
of position and now you 
have a clear space to hit the 
ball into. Also, sometimes 
you can score an Infinitive 
number of runs. This hap- 
pens when two fielders get 
stuck going for the same 
ball. The only problem Is 
that you have to load the 
game again. 
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Mike Roberts presents your hints on 
your favourite games and includes 
his own tips for the Rocky Horror 
Show. 




The Rocky, 
Horror Show 

And now some words 
from me on The Rocky Hor- 
ror Show from CRL. I find 
the game itself very good 
and as long as you can 
remember the short cuts 
and where everything is its 
quite straightforward. The 
big problem comes when 
the characters start acting 
odd. They are positioned 
randomly at the start of the 
game, some of them in the 
locked rooms where they 
can do no harm, so that it's 
a good idea to clean up the 
parts of the Medusa that 
are out in the open first, as 
this will let you move with 
greater freedom. 

The instructions say 
that some characters will 
help you and others hinder, 
well I think that this is a 
con, as I have never had 
anything useful from any 
of the characters at all. 
They either kill you or 
make you Timewarp. 

Timewarping is a pro- 
blem as you cannot do 
anything {ie. pick up or 
drop objects, or climb lad- 
ders) when you are 'warp- 
ing. To get back to normal 
mode you must find your 
clothes. These are always 
located in an area that you 
can get to, so that they are 
not locked behind a door 
that you have no key to 
(remember you cannot get 
keys in 'warp mode). 

I have found that they 
are usually three screens 

Bocll , Horror - .avice for 
freeae Eddie. 



Interna «on«rso^rr 

away from you (though a 
door in the way may mean 
taking a detour around it 
and a much longer trip). 
Get your olothes and your 
away. 

There are also a number 
of other problems that you 
may encounter. The force 
beams are turned off by 
climbing the ladder, ac- 
tivating the button, and 
climbing down as fast as 
possible and across the 
beam, but watch it, you on- 

titnewarpers and now to 



beat level 9, 4 -o 



ly have just the right time 
to cross it, any lingering 
and you're dead. 

Crossing the second 
beam puts you in the 
freezer, if Eddie is not there 
then there will be a black 
button on one of the lad- 
ders, climb it and press the 
button. If Eddie has thawed 
considerably, then you 
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may have to press further 
buttons. 

Just outside the freezer 
is a button with 'do not 
press this button' written 
on it. Press the button and 
you get 'do not press this 
button again' appears, 
press the button again and 
you get. sapped into the Yin- 
Yang room. The only e>: 
from this is via a locked 
door, but as there is a key 
in there then there should 
be no problem. This is a 
very good short cut for get- 
ting back to the stage to 
deposit your de-medusa 
component. 

Remember send your 
hints and tips to: 
Mike Roberts 
Hints Page 
Computer Gamer 
1 Golden 5q 
London W1R 3AE 
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How to Enter 

All you have to do to enter 
this fantaBtio competition, 
Is prove that you could 
teach Paul, to play the 
Broadstreet game. 

To do this, simply 
answer the six questions 
below which test your 
knowledge of the game. 
Then write your answers 
on a sheet of paper and in- 
clude it with the coupon 
below and send it to: 

Computer Gamer (McCart- 
ney Competition) 
No.l Golden Square, 
London W1R3AB. 

All entries must reach us 
by the 9th of August. 

If you haven't already 



got a copy of the game then 

Sou can get a £1 discount 
y simply using the special 
offer coupon. 

The Questions I 

1) How many people are 
there in the game? 

2) What make of car does 
Paul drive in the game? 

3) Where do you go once 
you've collected the miss- 
ing notes? 

4) What tube station does 
George Martin come out 
after landing at Heathrow? 

5) In the game, which tube 
station shows you thej 
Tower of London? 

6) Which tube station do 
you go to, to visit the Old 
Justice Pub? 



Computer Gamer and 
Argus Press software are 
teaming up to offer you the 
prize of a lifetime — a a 
chance to meet Paul Mc- 
Cartney. 

The winner will enjoy an 
all expenses trip to London 
when they will visit Paul In 
his London studios and 
teach him how to play the 
game that features him — 
Give My Regards to Broad 
Street. 

There will also be 
runners-up prizes of six 
copies of the Broadstreet 
album, six copies of the 
video and 50 prizes of £10 
worth of software from 
Argus Press Software's cur- 
rent range. 



£1 off "Give My Regards to 

Broadstreet". 

To take advantage of this 

offer simply fill in this 

coupon and send It to: 

Broadstreet offer, APS, 

Liberty House, 222 Regent 



70B 



Street, London W1R 
Tiok as required. 
Spectrum version 
£7.99) £6.99D 
Commodore 64 version 
(REP £7.99) £6.99Q 



(RRP| 
rsionl 

i 



enclose a cheque/postal order for £ / 

i 
Name ' 



Address 



Computer Gamer (McCartney) Competition, 
1 Golden Square, London W1R 3AB 



/ 

/ 



i 
i 

i 
i 
i 



Your high score is 



What time of day did you finish 



The last station Sandra went through was 



f 

i 
i 
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Name , * 
Address 
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AVIEW™ A KILL 

the C omputer G ame 



SI 198S 



YOU will become 
James Bond 

his first arcade/adventure 
ivailable on Spectrum 48K, 
ommodore 64, and watch out 
for Enterprise 64, Amstrad, 
MSX and others 

Eon Productions Ltd Glidrose Publications Lid. 1985 
ark Ltd.. 204 WOrpte Road, London SW20 8PN. Tel: 01-947 5624 Telex: 894475 G 



ORDER YOUR COPY NOW! 



CALL 01-947 5624 



OFFICE HOURS ONLY 

NAME: (BLOCK LETTERS) ... 

ADDRESS 

COUNTY „.„ 



To: Domark Ltd., 204 Worple fload, 
London SW20 8PN 
DOMARK Telex: 894475 G 
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POSTCODE 

Please send me copies ol "A View to a Kill - The Computer Game" 

at C 10-99 (includes postage and packing). 

I enclose acheque/P.O. lore! 

My computer is: .„„., 



*'*""*■"" "f'Mfllttl 



M'">>t"lftllttll1lllltUllllkt4lt. 



You may order by Access □ Visa □ American Express □ by post or 
telephone (01-947 5624/5/6). OFFICE HOURS ONLY 
Please debit my CREDIT CARD □ Signature- 



Account No; 



: 



Expiry Dale: 



CG3 
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Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skill to become a Game Lord? 



From 




* «t_f 



J 



l* w 



The most powerful games in the Universe! 



Available from all good software shops. 

In case of difficulty write to: 

QU1CKSILVA Ltd, Liberty House, 222 Regent Street, London W1R 7DB tel: 01 439 0666 
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Appr oaching f ast... 
brain-blowing graphics. ..mega-blasting power... fast-action playability.. 



'HIGHWAY ENCOUNTER'.. .A TOTALLY NEW DIRECTION FROM VORTEX. 
ONCE YOU'RE ON IT.. .THERE'S NO TURNING BACK. 




A|£I*PV¥» 



•HIGHWAY ENCOUNTER FOR SPECTRUM 4 8 K £ 7 . 9 5 



VOBtlX SOfTWAffE <SM(S) ItMITED VORrE* HOUSE. 14 KANSAS AVfNUE, Off SOUTH LANGWOBTHr ROAD, SAlFOffO MS 301. 
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Aoornsoft, one of Britain's 
leading software producers 
has recently released a new 
concept in games. Called 
Magic Mushrooms, the 

(ame is a very good 
adders-and -Ramps game 
— but it doesn't end there. 
The game has a built In 
editor that allows you to 
create your own screens at 
wUll So if you get bored 
with the standard nine 
screens, you just enter the 
editor and ohange one 
screenor wipe it completely 
and start fresh. 

This forms the basis of 
our fabulous competition 
for all BBC and Electron 
owners (though other users 
can join in and can swop 
their prize with a friend 
who owns a BBC or Elec- 
tron}. 



• * ■ 



The Competition 

Opposite you will find a 
grid that represents the 
screen as used by the game 
Magic Mushrooms. Each 
square represents a screen 
location that one of the 16 
blocks can be put into, the 
blocks are either walls, 
slides, ladders, etc. These 
are also detailed on these 

Fages along with their 
unctions. The idea behind 
the competition is to create 
a screen by drawing the 
blocks onto the grid and 
sending it to us, the ton 25 
entries will then win their 
choice of Acornsoft game, 
any of Acornsoft's current 
range for the BBC or Elec- 
tron is available on either 
tape or disk (where ap- 
plicable), so you can choose 
from classics like Elite, 
new games like Revs and 
Magic Mushrooms, or older 
favourites like Plantoid or 
Snapper, or whatever you 
want the choice is yours. 

Also as an added bonus, 
the top screens will go for- 
ward to Acornsoft for possi- 
ble publication on a com- 
pilation of the best screens 
designed for Magic 
Mushrooms! 

So all you have to do is 
draw your design using the 

6 rid (photocopies will not 
e accepted, however you 
can photocopy the grid to 
practice on) and the blocks, 
taking careful note of each 
function and its likely ef- 
fect on the player. The Idea 
behind MM is to traverse 
the screen collecting the 
randomly placed 

mushrooms, (mushrooms 
may only appear on the 
blocks that have a picture 
of a mushroom on them op- 

SDSite and a spave above 
lem in the grid) and then 




return to the end block. 
There is also a timer involv- 
ed, so you have to do the 
screen before the time runs 
out. 

Remember any Acorn- 
soft game you want, plus 
possible publication by 
Acornsoft is at stake, and 



there are 2S chances to 
win! 

Send your completed en- 
try to: 
Magic Mushrooms 

Computer Gamer 
1 Golden Sq 
London W1R 3AB 

Good Luck! 






► 




Competition 
Rules 

1. This competition Is open 
to all UK readers of Com- 
puter Gamer, except 
employees of Arg". 
Specialist Publications L 
their printers and 
distributors, employees of 
Acornsoft. Eecaan or 
anyone connected with 
them. 

S As long as the correct 
coupon is used for each 
try there is no limit to the 
number of entries per per 
son. photocopies will not be 
accepted, 

3. All entries must be 
postmarked before 31 
August, 

4. The prizes will be award- 
ed to the first 25 entries 
Judged to be correct by the 
editor, 

5. No correspondence will 
be entered into with regard 
to the competition results 
and it is a condition of en 
try that the editor's deci- 
sion is final 

6. All winning ei 
become the property ol 
Acornsoft 



Magic Mushrooms Computer Gamer 1 Golden Sq London W1R 3AB 
Name: - 



Address: . 



Tel: Age: 

Membership Number: 

BBC or Electron: - 

Disk or Tape: .....' - 

Prize Wanted: / 

Alternative choice: / 



/ 



/ 



/ 



/ 



/ 



/ 
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Blank block 99 <) 

The blank 111 idc fa equivalent to the background, and can be uncd Lo re i/e 

from ih<- screen 



Conveyor belts 






* 2 



Theconwyoi bell* can? Murphv along With them, although he can still make 
headway u^atn^l them 



Starting block «Ci 3 

block ^Udetei^in*whctvMui^ybegin«DnUieflcreen In other lespecfc 
ll behave* ike i normal brick (*ee block 5k 

lochia provided, Murphy will drop (torn the lop lelMuind corner 
Of the scran, and x hlne should then be provided to break his folk 



Chequered flag Z™Z 4 

L'htquered IUk is provided on the Kmm, Murphy muel land un )l after 
ding ill nit- mushrooms in order U complete the screen In other respect* 
ti behaves Ilk* a normal brick. 

1 n'chequmd flogs nr* provided, Mut[ta 

rte the game. 



Brick 



II D 



The normal brick GUI be used ta build stable horizontal platforms for Murphy to 

run Along, and jump from 

run also be stacked vertically to build walls. Murphy can climb up a wall 
by jumping, and can jump into the middle of a wall from thp#idi*< 



Trampoline 

Murphy can use the trampoline to jump higher, or further, lhan he normally 
Cfln: hi* can also jump safely onto fl trampoline from any height 



Escalator 



i i 



A 



These blocks combine vertically to form a moving escalator, which can carry 
Murphy up from one level In another, Once Murphy i* on on escalator he 
cannot Ret off until he reaches the lop. but he can gel onto on escalator at any 
level 

You can jump past an Escalator; without getting onto it, b) ^arung the Jump 
sufficiently close to it 



wv: b 



Ice 



he is 



<> 



slippery, « that although Murphy can stand on it safely, once In* Ktftrts 
moving in one direction he will not be able to stop 



Wobbly 



7 



The will. D rather unstable place to stand, and u a difficult place (o Jump 

■ 1 1 



Slide 

■Ium >i* an escalator carries Murphy upwards, a Slide lets Murphy Iravol 
downwards. Once on a slide, there is no way of getting ftfT before reaching the 
bottom 

Murphy can safely jump onU a tlhk from any height so it can also be used to 
break his fall after a large jump. 

Monster i^j ^ 

Monsters are lethal to Murphy, and he must avoid them while collecting 
mushrooms 

1;.* monster block indicate* the starting portion far a moratw, Onoc 
ponUoned on ii platform, the motWttr will then move to and fro at random 
n thin i he limits of thai platform. Up to five monsters can bo created on the 
rcreen 



Half bricks 



D 



ii i-: 



Ninc-ty-ninc fc^«i g 

TTie ninety-nine can he Used bi provide extra time for Kolving n serosa 

Wurphi *r the nint-iy loor Ihe clock » nBSOl to OT. ,oid the 

' rtioH' that il ha* been used. Then* can be several 

ninety-nine* »»n u screen, nnd each one nm he used once to gain extra time 



TTie half brides behavojutri like the normal bricks (see block 5*, but are half the 

width, flrtd - *mve extra flexibility in buildup wall* nnd platform*. Murphy can 
fall through a gap halfo brick wide, and can stand on a pLitiorm of half a brick. 

Once-only =:=>:- F 

The once-only behoves like a normal brick, eicepl that once Murphj has 
walked over it the UodC Will disappear, and he will not bo able to walk on it 
again. 
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Dave Bishop 
returns from 
Chicago with 

the latest 
news. 
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The 1985 Summer Con- 
sumer Electronics Show 
ICES) reflected the change 
in emphasis that everyone 
was predicting within a the 
computer and software in- 
dustries. Less exhibitors, 
fewer games and virtually 
no new hardware. Some ex- 
hibitors, like Electronic 
Arts, decided against a 
$250,000 stand favouring 
instead a more modest 
hospitality suite to show 
their wares. Others, like In- 
fooom, just held a party to 
launch their latest release. 

As for new hardware . . . 
don't hold your breath. 
Only the old firm of Atari 
and Commodore were 
showing any new machines 
and most of those were Jus.t 
working versions of models 
announced at the winter 
CES in January at Las 
Vegas. 

But don't despair 
gamers! Although many of 
the players in the American 
market seem to be concen- 
trating on so called 'pro- 
ductivity' software, there 
will still be enough games 
to satisfy all but the most 
voracious appetites 

courtesy of such notables 
as Activision, Epyx, Ac- 
cess, Broderbund, Elec- 
tronic Arts, First Star and 
others. 

But as new ideas beaome 
rarer by the byte, 1986 
looks like becoming the 
year of the sequel! The soft- 
ware industry seems to 
have contracted the same 
'bug' that the film world 
has been suffering from for 
a number of years... 



notable casualties being 
Rocky TV, Death Wish m, 
Superman IV and Star Trek 
IV! Not to be outdone game 

Sublishers will be offering 
each-head II, Spy-vs-Spy 
II, Summer Games n. Blue 
Max LT, Pole Position II, 
Boulderdash II and Lode 
Runners II and LTI! 

Sure to be a runaway 
success is Beach-head n 
which continues where 
Beach-head left off. The 
dragon {Kuhn Lin) has 
gathered his remaining 
forces and prisoners of war 
and retreated far into the 
jungle of his island 
stronghold to regroup. 
Your mission is to liberate 
the allied prisoners, 
neutralise both the Dragon 
and his forces and totally 
destroy their fortifications. 
There are four parts to the 
game and players can adopt 
either an offensive or a 
defensive role giving, in ef- 
fect, eight different games. 
With the option for 'head to 
head' play, good speech 
synthesis, great sound ef- 
feots and the kind of 
graphics we've come to ex- 
pect from Bruce Carver, 
Beach Head n looks set to 
surpass it's predecessor, 
and will be distributed by 
US Gold in the UK. 

Another success story of 
1985 has been First Star's 
Spy-vs-Spy, released in this 
country by Beyond Soft- 
ware who will be launching 
Spy-vs-Spy: The Island 
Caper under their new 

Monolith label later this 
year. In the Island Caper 

the two spies are this time 



in search of a nuclear 
warhead on a tropical 
island. Our black and white 
friends must dodge sharks, 
lobsters, falling coconuts 
etc. while trying to steer 
clear of quicksand, cliffs 
and a deadly lagoon. 
Players will also be able to 
construct their own booby 
traps to snare each other as 
they search for the map. 
warhead pieces, shovels, 
snorkel and wrench all of 
which are needed to find, 
unearth and construct the 
warhead and bring it to an 
awaiting escape submarine 
before time runs out and 
the island volcano erupts. 

Following the with- 
drawal of CBS from the soft- 
ware market US Gold have 
dutifully stepped in to snap 
the UK right to many Epyx 
titles and will be launching 
Summer Games II and 
Winter Games later thisi 
year. If you liked Summer 
Games then you'll love the 
sequel which offers eight 
new Olympic events in- 
cluding: kayaking, triple 
jump, high jump, Javelin, 
equestrian, cycling, rowing I 
and fencing. The latter] 
three provide head to head 
competition. All eight 
events can be played by up 
to eight players! There are 
even new openings and 
award ceremonies with the 
usual high standard of 
sprite animation that so. 
characterises Epyx pro- 
ducts. 

Staying with Epyx for a 
moment, for all you bud- 
ding Frans Klammers 
there's Winter Games. . .'s 
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no game quite like it! No 
seriously folks despite the 
name this is destined to be 
a real hot one. Featuring 
six events including The 
Ski Jump, Figure Skating, 
Bobsled, Hot Dog Arlels, 
Free Style Skating and The 
Biathlon. The Bobsled puts 
you right where the action 
is, . . in the hot seat. . , 
and you must steer the 
course as efficiently as 
possible gaining valuable 
nano-seconds wherever 
possible. There is also a 
plan view which shows 
your progress down the 
course. The Ski Jump is 
really difficult if you can 
control your form in take 
off flight and landing, , - 
don't play unless you've 

Sot a head for heights. All 
i all Winter Sports is a 
high quality cousin to Sum- 
mer Games and if you like 
one you'll like the other. 

No one loves getting wet 
more than a duck-billed 
platypus! So If you want to 
make a platypus happy in 
'Wish bringer\ Infocom's 
new interactive magic 
adventure, Just type in a 
magic spell: 'PICK UP THE 
MAGIC ROCK AND THE 
UMBRELLA. OPEN THE 
UMBRELLA. THEN WISH 
FOR RAIN 1 . 'You'll be glad 
to have a happy platypus 
on your side'. wishbringer 
is packed with sorcerers, 
kidnappers and even a 
stone that fulfills it's 
owners every wish. True to 
Infocom standard this one 
should keep all you disk 
owners happy for months. 
By the way if you're having 
difficulty with Hitchhikers 
then write and tell us about 
your problems! 

Another follow up due 
out soon is Broderbunds 
Champion Lode Runner 
featuring 50 of the most 
dastardly screens sent in 
by sadistic owners of the 
original game. Ariolasoft 
are releasing it over here 
an<1 they are holding a com- 
petition to find the best UK 
designs which will be in- 
cluded in the program. And 
if that wasn't enough the 
saga continues with Lode 
Runner's Rescue (original- 
ly called Lode Runner's 
Daughter but wisely 
renamed) which is essen- 
tially 3D Lode Runner with 
extras like waterfalls and 
fast flowing rivers whose 
currents irresistably carry 
you to those places other 
games cannot reach I When 
you pass behind a wall or 






tower your runner disap- 
pears from view making 
things somewhat tricky 
and one of the 45 excellent- 
ly designed screens is com- 
pletely masked by a brick 
wall so you have to rely en- 
tirely on sound to succeed 
, . .And If you are one of 
those freaks that takes all 
this in your stride there's 
always the 3D construction 
set which allows you to 
create your own screens. 

Activision too have been 
busy preparing some in- 
teresting new ditties to 
follow after the record 
breaking Ghostbusters 
whose author has created a 
new 'thing' intriguingly 
called There's someone liv- 
ing in your computer 1 ! Ap- 
parently the discovery was 
made after years of 
speculation regarding the 
presence of mischievous 
unseen forces which in- 
habit computers and occa- 
sionally cause unexplained 
hardware and software per- 
formance problems. Says 
Crane 'Each computer 
seems to have one or more 
little computer people liv- 
ing inside, and each seems 
to be different in ap- 
pearance, habits and 
lifestyle'. In a Cabbage 
Patch approach to soft- 
ware. Crane has provided a 
fully furnished three story 
house where your new 
found friend can sleep, 
prepare meals, eat, take a 
shower, read the 
newspaper, watch TV and 
do a number of daily 
chores. You can even com- 
municate with your com- 
puter person although he 
or she may well ignore you. 
You will either love or hate 
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this new program but what 
Is interesting is that each 
one sold will contain a dif- 
ferent person with different 
characteristics! 

Also new from Activision 
are Hacker, (America's 
answer to System 1500). 
Alter Ego (which allows 
computer owners to 
vicariously experience life 
as someone else) and Fast 
Tracks: The Computer Slot 
Car Construction Set. Fast 
tracks is good clean fun 
from start to finish (excuse 
the pun). There are three 
modes as follows: 

Mode one allows you to 
piece together your own 
customised track selecting 
from 21 different com- 
ponents including dips, 
underpasses, curves, 
turns, loops and switch 
tracks. You can also design 
your own slot car. , , it's 
just like computerised 
'Scalectrix'! 

Mode two allows you to 
see an overall view of the 
track you have created in 
case you loose your bottle 
and want to take out the 
nasty hairpin bend. 

Mode three is the 
business! This is where the 
adrenolin really starts 
flowing as you race round 
your own track while the 
close up scrolling camera 
follows the action . . » gripp- 
ing stuff! 

New from Electronic 
Arts are Mail Order 
Monsters and Racing 
Destruction Set. Mail Order 
Monsters allows players to 
design their own monsters 
from a catalogue of body 
parts, weapons, and 
defences and then pit them 
against each other or the 



computer. Racing Destruc- 
tion Set is an up market 
version of Fast Tracks with 
the added attraction of a 
split screen allowing head 
to head racing as in Pitstop 
II (another sequel Ed). 
Choose from 9 types of 
vehicle or create your own. 
Then race round one of the 
world's most famous 
tracks like Indianapolis or 
Monaco or dream up a 
track of your own using 
such elements as oil slicks. 
land mines (to destroy your 
opponent), jumps, hair- 
pins, hills and one of three 
types of surface; Ice, dirt or 
paving. You can even con- 
trol gravity, the graphics of 
the background and the 
sound effects. This pro- 
gram has enough to keep 
you going for years! 

Sadly the most exciting 
new game on show at 
Chicago was a mouse 
driven adventure from 
Mindscape called "Deja Vu' 
but as this only runs on the 
Mackintosh it will probably 
never reach our shores. 
However all the above men- 
tioned games are for Com- 
modore 64 and should be 
wending their way into the 
Shops in the near future so 
keep an eye out for them. 
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Marion Champion helps out 
adventurers stuck in 
Legend's Valhalla and 
Sherlock from Melborm 




Dear Computer Gamer, 
I have completed Epic's 
brilliant adventure — 
Wheel of Fortune for the 
BBC Micro. Here are some 
useful hints and tips. 

1. To move the SNAKE out 
of the path near the China 
Shop simply TAKE the 
BASKET and PLAY the IN- 
DIAN PIPE. 

2. To get past the CHARM- 
ING BIRD south of the Far- 
mhouse — China Shop T 
junction TAKE the MUSIC 
BOX and OPEN it. 

3. To get rid of the TROLL 
from his cave entrance GET 
the BASKET WITH THE 
SNAKE INSIDE and PLAY 
the rNDIAW PIPE but make 
sure you LEAVE the 
BASKET outside his cave to 
stop him returning. 

Fyf e Ewing 




Dear Marion, 

I bought a copy of your new 
magazine 'Computer 
Gamer* today. I noticed 
your adventure review and 
helpline address. 

I have solved a few 
adventures, including the 
'Hobbit' and 'Urban 
Upstart' on my Commodore 
64K, but the latest addition 
to my collection — 
Valhalla by Legend. The 
have found extremely dif- 
ficult. 

Could you help me 
please? So far, I have only 
managed to find the first 
two quest objects {Ofhir 
and Drapnlr) but, although 
I have searched through 
eaoh location which I have 
visited, I can't find any 
clues to help me find the 
many other locations and 
quest objects. 

I would have written to 
Legend if they had put their 
address on the software 
package, but as they have 
not, I thought that, seeing 
your address, you might be 
able to help. 

Please write back soon 
with any available informa- 
tion? 

Yours faithfully, 
Gregory McKernon. 







Here are several clues to 
Valhalla by legend. The 
first one is a title cryptic. I 
hope that they are of use to 
you. 

1) To get Skalir, get into 
trouble via house of Ir- 
ritating character. Then 
drink and get rid of ring. 
Jump and the key to the 
whole trek through the 
marshes is your weapon in- 
to more mountains of hell. 

2) To get Ofhir, enter 
Kranks Hall, kill Krank 
then go north west. 

3) If you wish to go north 
west or north east or north 
from El Vinos then do not 
wear the helmet. 

4) To get Drapnlr, drop 
Ofhir then go east from the 
pits of hell and then Jump. 
Summon hell and then go 
north and north then get 
someone strong to open the 
chest. 

5) To find Kelstrong, go to 
Rankles Hall and jump. 
Then search for a cup- 
board. 

6) To get Skornir, use Ofhir 
to get into Midyard. then 
jump and start looking for 
an "unobvlous" way out. 
The clue in the manual 
becomes useful only when 
you get out of here. 



Dear Marion, 

In issue one you asked If 
any one could tell you what 
a "Barrowright" was — in 
reference to the "Heros of 
Karn" adventure game. Be- 
ing a diligent type, I im- 
mediately set about resear- 
ching, this is what I came 
up with: 

The word is made up of two 
parts — "barrow" and 
wight" 

"Barrow" means a small 
hill or hillock - in fact 
deriving from burial 
mounds of old England, the 
word is now obsolete aparu 
from in place names. 11a 
comes from the old English 
word "beorg" 

"Wight" comes from thai 
old English "Wiht" mean- 
ing a person. 

However, over the years] 
the meaning has beenl 
slightly corrupted to mean 
more wretched forms on 
humanity. Eventually, duel 
largely to Gary Gygax'sJ 
fantasy role playing game] 
"Dungeons and Dragons" 
the name was given to a 
form of undead very olosd 
to ghools — cannibalistic 
wretches returning frond 
the dead and living by nighu 
usually as close to a supply! 
of dead bodies as possible 
"Barrowright" is simply] 
one such creature living inj 
a burial mound — or bar-! 
row. 

Yours faithfully, 
AdamHendrix. 
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Dear Marion. 

I was so pleased upon buy- 
ing your mag that you have 
included some pages for the 
more adventurous of us 
computeror's. although- 
qulte a few mag's have 
Adventure pages, they 
usually only have half a 

Sige or a page, whereas you 
ave devoted a few pages to 
adventures. 

1 have never really liked 
arcade programs with the 
acception of Manic Miner, 
so I was very pleased to see 
your reviews on adventures 
because most magazine's 
only seem to review one 
adventure every month. I 
must admit an ulterior 
motive for my grovelling. 

I have a copy of Sherlock 
Holmes, Melbourne 

House's excellent detective 
game. After having difficul- 
ty in getting to Leatherhead 
I now must prove Ffoulkes 
innocence. I have managed 
to find Slater Street and I 
have a confession from 
Ffoulkes of his addiction to 
opium. My problem is what 
do I say to Lestrade to pro- 
ve Floulkes innocence. 

I would be most grateful 
if you could possibly help 
me. I managed to get to this 
stage in a week. I have now 
had the game for two mon- 
ths. If you cannot give me 
the information perhaps 
you would be good enough 
to tell me where I can get 
the cheapest bottle of 
arsenic. 

irs sincerly, 
Lee Knlghtley 







To prove Ffoulkes is in- 
nocent of the murder you 
must get to Slater Street tn 
LONDON on Monday even- 
ing wearing the china mans 
disguise. Then proceed to 
go north into the den. Wait 
around until Percy enters. 
Then remove your disguise 
and he will confess all* 
Then go outside and wait 
for Lestrade to arrive. 






Dear Marion, 

After buying the first 
'Transmission' of Com- 
puter Gamer I was 
delighted to have read a 
fabulous magazine full of 
reviews and interesting ar- 
ticles, especially yours the 
Adventure Section as I am a 
keen adventurer but I am 
stuck on one certain adven- 
ture: SHERLOCK, by 
Melbourne House. 

This is the procedure I 
follow: 

1) Take oil lamp from your 
room. 

2) Open plain door and go 
north into the closet where 
I take the china and old 
man disguises 

3) Go south back into your 
room and open your door. 

4) Go west into the hall and 
go downstairs. 

5) Open the front door, go 
south into Baker Street and 
close the front door. 

6) Hail cab, and get into 
cab. 

From here I am stuck as 
I cannot get the cabbie to 
drive me anywhere. I am 
aware that Doctor Watson 
speaks to you about two 
murders after a bit and also 
leaves you a note but that 
does not help me in the cab. 

Please, can you help? 
Yours sincerely, 
Gavin John 




To get the cabbie to take 
you anywhere this is the 
proceedure you must 
follow. First of all type 
-HAIL CAB". 

Be careful not to type this 
in twice for you are likely 
to get two cabs and that 
causes awful confusion. 
Then type;- 
"CLIMB INTO CAB" 
Before you request your 
destination it is advisable 
to strike up conversion just 
to make sure that the cab- 
bie is not ignoring you 
which is unlikely since you 
have just climbed into his 
cab but just to make sure, 
so type in:- 

"TALK TO CABBIE" 
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Then request your destina- 
tion. The cabbie seems to 
know of Kings Cross Road 
and as there is a station 
there it is probably a good 
place to go to. Therefore 
type in:- 

"SAY TAKE ME TO KINGS 
CROSS ROAD" 
The screen should then in- 
form you that you are 
travelling in the cab and 
that the sun is streaming 
through the windows onto 
your face. You will now 
nave to type WAIT a few 
times in order to pass the 
time. Then if you watch the 
screen you will eventually 
arrive at Kings Cross Road. 
The cabbie will demand his 
fare so type:- 

"GIVE MONEY TO CAB- 
BIE" 

Don't fortfet to take your 
change with you. Then 
type:- 

"GET OUT OF CAB" 
Then go northeast several 
times until you bump into 
inspector Lestrade on one 
of the platforms of the sta- 
tion. (For some reason or 
other you don't seem to 
need to buy a ticket) I 
recommend that you then 
wait until the train arrives 
and then climb onto the 
train with Inspector 
Lestrade. Eventually you 
will arrive at Leatherhead 
and from there I suggest 
that you follow Inspector 
Lestrade unless you wish to 
be more adventurous and 
risk getting lost in 
Leatherhead. 








fUSX 1985 COMPUTER GAMER AUGUST 1985 







mm 



Thinking of joining a PBM game? Then let 
Ken Mulholland (GM of Starglobe and 
Globemaster of Time Patterns fame) guide 
you. 



Joining a PBM 
game 

A play by mall game is 
essentially a game shared 
by a large number of 
players who Interact 
through 'Game Control' by 
means of written orders 
sent in and printed results 
returned to them. The ma- 
jor advantage of this type of 
game is that you are play- 
ing with and against other 
real players, not Just the 
computer (or the skill of the 
software writer) as in 
cassette games. Another ad- 
vantage Is that hardware 
requirements are minimal 
or non existent — you don 't 
need your own computer — 
so there are no compatibili- 
ty problems and often you 
are playing on a quite 
sophisticated computer 
owned by the play by mail 
organisation. 

In these days of micro 
computers most serious 
commercial games are run 
on computers. There are 
some 'hand moderated' 
games: amongst the 
amateur games these are 
still quite common, but 
they are unusual in profes- 
sional games. Computer 



moderated games can give 
you a wealth of detailed 
output and complex in- 
teraction with the other 
players. They do tend to 
surfer from their 
mechanical nature and can 
be subject to hardware and 
software failures leading to 
irrevocable injustices 
(that's how the player feels 
about it), but with such a 
game you can feel that you 
are getting fair play. A lot 
of people playing hand 
moderated games soon end 
up feeling that the game 
master hates them per- 
sonally. 

Your initial considera- 
tion will be: what sort of 
game do you want to play? 
There are many games 
available and they tend to 
break down into several 
types. Roughly these are: 
planet based fantasy world 
adventures (Keys of Bled, 
Craslmov's World), planet- 
at-war games (Warboid 
World. Tribes of Crane), 
space exploration 

(StarGlobe, Star Master, 
Universe II) and stylised 
space combat games (Star 
Web, Globemaster, Star 
Lord). Many other ex- 
amples exist, all with their 
devotees. There is lots of 



choice and you should be 
able to find a game to suit 
you. 

What other factors 
should you consider? Well, 
there is cost. In the UK, 
game charges range from 
less than one pound to 
almost two pounds per 
move. Some games also 
have extras at extra cost, 
but these can turn out to be 
an essential part of the 
game and thus really part 
of the turn cost. To attract 
new players, most games 
houses have Introductory 
offers which are to the ad- 
vantage of the player in 
that he can play for a while 
for free (or nearly free) and 
thus get a feel for the game 
at little expense and oan 
decide if he likes it before 
committing funds to it, 

Having picked your 
game, you send off for your 
introductory package. 
What you receive back and 
when you receive it can 
vary from game to game. 
Some games send you a set 
of rules and an initial ques- 
tionnaire. Other games 
(those for which there are 
free turns) will often 
assume you have Joined up 
(they have nothing to lose) 
and send you a full move as 
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you were a fee paying 
player. This is the critical 
time for your involvement. 
Some games are difficult to 
operate from the players 
point of view. You may 
have to fill in lists of weird 
hieroglyphics. More ad- 
vanced games avoid this by 
Jutting out your choices in 
nglish and allowing you 
to reply in the same 
language, but although 
computers won't make 
mistakes, they are not as 
versatile as human 
operators and so responses 
have to be kept simple. 
However, at this point the 
feeling of joining an adven- 
ts can be very real: I can 
still remember all of my 
first five moves in my first 
PBM game. 

Should you choose a new 
or established game? Both 
have advantages and disad- 
vantages. A new game will 
be run by an enthusiastic 
QM keen to see his project 
off the ground so you get 
lots of personal attention. 
However, often you will 
need it as the GM grapples 
with unforeseen even- 
tualities and software 
ares! The established 
game will run smoothly 
with little to go wrong, but 
will often have a cadre of 
experienced players out to 
get the unsuspecting 
Newbie and take advantage 
Of his inexperience. This 
appeal to those who 
like a challenge. Establish- 
ed games will have pro GMs 
who may lack freshness in 
Lr approach but again 
well established games 
often have fan clubs who 
produce 'fanzines' (often 
available through game 
control) and who organise 
information swapping and 
even arrange meetings. 
Also note that an establish- 
ed game or games house is 
less likely to fold than a 
new game. Level of price is 
important here; few if any 
UK games houses are 
operating at a very pro- 
fitable level (which would 
probably be £2.50 per 
move) and so a really cheap 
game indicates a desperate 
attempt to break in. The 
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price will go up once the 
game is established. 

Another factor in judg- 
ing the game initially is 
that the Game Master is 
asking you to join in his 
fantasy and act a role 
within a scenario that he 
has invented. The scenario 
should be interesting and 
rich in detail and this re- 
quires a reasonable level of 
research and intelligence 
on the part of the GM. 
Watch out for GMs who 
think that style, detail and 
even spelling are not Impor- 
tant — these things ABE 
important and if you are 
paying money you are en- 
titled to proper service in 
these areas, Just as you are 
when buying cassette 
adventures. 

Your level of contact 
with other players will vary 
according to the game. 
There is the contact with 
the game itself as your 
game character/ organisa- 
tion/entity fights or trades 
or whatever with the other 
players' characters etc. But 
in addition to this there is 
often direct contact bet- 
ween players. Useful infor- 
mation and background 
details can be exchanged, 
false information put 
about, unsuspecting gulli- 
ble types can be lured Into 
traps, alliances can be 
made and so on. Some 
games make it easy for you 
to discover who is who and 
others try to obscure this. 
Once into PBM you soon get 
to hear from the keen 
players: 'Are you playing 
StarZap 3? Do you know 
who is playing as 'Weirdo' 
in WarWorld?' Soon you 
build up a picture of the 
enemy and can play accor- 
dingly 

Another game can also 
be played at PBM, this Is 
called 'Get the GM'. 
Typically you ring up the 
GM and complain that you 
got unjustly zapped or 
whatever. Anxious not to 
lose a paying customer the 
GM tries to meet your re- 
quest — quite a lot of ad- 
vantage can be got this 
way. This activity can have 
Interesting side effects. 



Once while I was receiving 
telephone Instructions on 
how to fly a players' three 
starships on a pincer move- 
ment on 'the unsuspecting 
inhabitants of the solar 
system' the line clicked. 
After more instructions for 
blasting the planet out of 
orbit the player hung up 
and a third voice said in 
wondering tones 'Who IS 
this please!?' We would like 
to have said 'This is Alpha 
Centaurii invasion control, 
please stand by WE ARE 
TRYING TO LOCATE YOU!' 
Prom our experience we 
know that within most 
PBM players there is a bud- 
ding GM trying to get out. 



Running a PBM game is a 
lot. of work but it is also fun 
and can be profitable. Who 
knows, when you have 
played your last cassette 
game you too could use 
your computer to plan and 
create a fantasy world of 
your own in which others 
can explore and fight and 
build empires. 



\\ 





BR GAMER AUGUf 



♦ vii- Hi! W 







Dungeon 
Dressing 



ADVENTURE 



A 



Gordon Hamlett takes up 
his sword to present 
another helping of Dungeon 
Dressing. 



In last month's article, I 
took the theme of a pirate 
setting for a sample adven- 
ture. By making a list of 
everything I could think of 
associated with pirates, we 
are now at the stage of hav- 
ing all the nuts and bolts 
ready, but absolutely no 
structure to the story. 

The next stage is to sub- 
divide the main plot into 
several miniplots, eaoh of 
which will be further sub- 
divided into smaller and 
smaller units until you are 
left with specific occur- 
rences eg walk ten paces 
north and dig. 

For example, the pirate 
adventure could be split as 
follows :- 

A. Assemble crew 

B. Sail to island 

C. Get treasure 

D. Return home 

and A could be subdivided 

lnto:- 

Al. Find treasure map 

A2. Get ship 

A3. Get crew 

A4. Set sail 

A2 could be further split 

into:- 

A2.1 Steal money 

A2.2 Go to port 

A2.3 Hire snip 

A2.4 equip ship 

and so on. 

Eventually, you will end 
up with a series of events 
wnloh give you your 
storyline in chronological 
order and you are ready to 
go away and prepare your 
map of the various loca- 
tions. 




To sum up this mini* 
series of articles then:- 
1- Decide on your storyline 
2. Write down a list of 
associated themes 
3- Discard any ideas which 
don't fit (but write them 
down so that you 
remember them for a 
future story 

4* Arrive at your storyline 
by a continual process of 
subdividing ideas. 



from horseback eg the 7th 
cavalry in westerns. The 
long sword which has 
straight edges tapering to a 
point Is a compromise bet- 
ween the first two methods 
In that you can use it for 
both cutting and thrusting 
while the fourth method 
using a two handed sword 
such as Conan uses, can on- 
ly be described as an 
almighty swipe. Certainly, 
if you make contact, you 
will do an awful lot of 
damage but it is worth 
noting the following points. 




Fantastic 
Features 

I suppose that the second 
most frequent object found 
in a dungeon, after the 
lamp, is the sword. Nearly 
all of the time, its sole use is 
in offence/ defence so I 
decided to have a look this 
month and see if its func- 
tions can be expanded. 

The first thing to realise, 
is that swords come in all 
sorts of shapes and sizes. 
This immediately allows 
you your first variations. 
When was the last time you 
came across a sabre or epGe 
in your adventure? Try to 
get away from the ubi- 
quitous elven long sword. 
The type of sword you find 
may suggest a future oppo- 
nent e.g. cutlass = pirate. 

There are four main 
methods of attack using a 
sword. The thin duelling 
swords such as a foil or 
ep6e are very fast to use but 
can only be used for stabb- 
ing a victim as in the three 
musketeers. Curved swords 
such as sabres and 
scimitars are used for 
slashing, cutting 

movements, especially 



As you are using both 
hands on the sword, you 
cannot carry anything else 
at the same time such as 
shield or lamp. Winding 
yourself up to launch an at- 
tack is a very slow business 
and an opponent may be 
able to get in several at- 
tacks and dodge out of the 
way. Lastly, you need an 
awful lot of room to 
manoeuvre — I would sug- 
gest at least twenty feet. If 
J'ou don't believe me, take a 
sok at a six foot sword 
next time you are in your 
local museum and imagine 
swinging it round your 
head. So, no more using it 
in twisty little passages. 

The classic story concer- 
ning different types of 
swords comes from the 
Crusades and an encounter 
between Richard the Lion 
Heart and Saladin, Richard 
boasted that whilst his two 
handed sword could easily 
chop through an iron pole, 
Saladln's scimitar could 
not. Saladin conceded the 

Eoint, but retorted that 
ichard's sword could not f ^ 
however, perfrom the sim- 
ple job of cutting a cushion 
a task to which his sword 
was admirably suited. Now 
there's an adventure 
scenario if ever I saw one. 



Apart from the blade, 
the other constituent part 
of a sword is the pommel 
which is the handle of the 1 
sword, and the bits put on 
to protect the user's hand. 
Possible features here 
would include some sort of 
runic inscription, perhaps 
explaining a feature of the 
sword when deciphered or 
a space on the pommel 
where a jewel or similar is 
missing. What happens to 
the sword of the jewel is 
replaced? Perhaps if the 
sword is held by the blade 
instead of the handle, the 
pommel is shaped like a 
crucifix and can be used to 
ward off vampires etc. 

Swords can take on a 
whole new set of properties 
if they have a magical abili- 
ty. This can range from a 
mundane combat bonus to 
the esoteric such as poin-; 
ting to the nearest treasure 
(or trap). A dwarven sword 
may refuse to attack a 
fellow dwarf but give a hef- 
ty bonus against goblins — 
the dwarf's natural enemy. 
Consider also using a curs- 
ed sword. Once picked up, j 
it is impossible to put down 
until the curse is luted with 
a spell. Curses may take the 
form of a blood lust i.e. you i 
automatically become i 
engaged in combat with 
every creature you meet, or 
an insatiable desire to cut 
every bit of rope you see. 

So, there are a few ideas 
to get you going. If you 
really get stuck, you may 
still catch a player out if 
you let him find a blunt 
sword or one lying In a pool 
of water. He may not 
sharpen or oil it before 
leaping into battle. 



Sources of 
Inspiration 

After my request for sug- 
gested reading material, 
Ian Drquhart of London N9 
wrote in to suggest "A Con- 
necticut Yankee at King Ar- 
thur's Court" by Mark 
Twain (published by 
Penguin) which he rates 
even higher than Lord of 
the Rings and Dune and 
which he would like to see 
turned into a computer 
game. Well, that's a pretty 
heady claim t Ian , what 
with LOTR effectively being 
the adventurer's bible. We 
shall have to see what other 
people think* 

I have just started the 
Belgariad series by David 
Eddings which come highly 
recommended, I shall let 
you know in a future arti- 
cle what I think of them. 

May your armour never 
rustl See you next month. 
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In EARTHWOOD, twenty-five players compete to 
be the ultimate ruler by controlling all the de- 
veloped cities, either singularly or with an alliance, 
A typical game will last about 1 8 months with the 
first knockouts usually starting after six months. 
Each player is either a king of a fantasy race or 
powerful charismatic character. Your character or 
king controls several groups each of which is totally 
independent of each other. You can recruit trolls, 
wildmen and others into your armies, and even 
control powerful creatures such as dragons. Your 
characters will capture and control cities, upon 
which you can spend gold to improve security, in- 
crease your workshop's production, build defences 
and maintain and enlarge your army. With gold 
your wizards undertake magical research, learning 
new spells. Spies search out enemy strongholds 
and then attempt acts of sabotage, theft and 
assasination. These are just a few options available to a 
player in EARTHWOOD. 

EARTHWOOD is computer moderated but the 
turn sheets and replies are written in plain English 
so that you can easily understand them. No need 
to look through complex charts and code books to 
understand This geme. 

To anrol in Earthwood send 
£5.00 chaque/PO payable to 
j KJC Games. For this you re- 

ceive the rulebook, setup and 
) first three turns. Future turns 

are £1.50. Sendto KJC Games, 
5 Vicarage Avenue, Cleveleys, 
^% m ■* aiM^ah Blackpool, Lancashire. 

HAMhQ FV5 2BD. 
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***_ 



KJC Games, Brltains leading Play By Mail company, Introduces to you our new Play By Mall 
game of Xenophobia, Conquest, and Space Warfare called ... 

CAPITOL 



X 



BRtTAINS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! 



CAPITOL Features — 

— A strategic space warfare game, completely computer moderated. 

— Approximately 35 players per game. 

— Players design their own race's characteristics and description. 

— Design your own starshlps and build them at your star bases. 

— Expand your empire and conquer other races. 

— An 'advanced stage* of the game introduces new technologies of 
stargates and improved ship movement capabilities. 

— CAPITOL'S simplified order formats are easy to remember. No coding 
your orders onto computer cards or other glmrrilcks. 

— CAPITOL has an easy to understand rulebook, complete with 
numerous examples. 

— CAPITOL was subjected to the largest playtest of ANY commercial 
PBM game. Over 100 players played over 1500 turns of CAPITOL prior 
to release, 

— Runs on an IBM PC, using S12K. 



"CAPITOL is fast becoming the 
standard against which other space 
warfare games are compared" 

— With each rulebook you receive a set of 
overlays to use in mapping the game 
and moving ships. 

— Mapping CAPITOL is extremely 
Interesting, using the computer 
printed maps you receive with your 
turn results. 

— No due dates.CAPITOL allows you 
four turns per month. Most other 
computer moderated games have the 
usual one turn every two weeks. 



KJC Games has been running Play By Mail games lor about 5 years now and our 
reputation for giving good, exciting games and a first class service Is second to 

none. Our team of professional Gamesmasters will usually reply to your turn with 

48 hours. 



O p • o 



GAMES 



To enrol In CAPITOL send a £6.00 cheque/PO/lnlematlonal money order 
payable to KJC Games. For this you will receive the Rulebook. setup and 
first two turns. Each turn of Capitol coats £1 .75 for the first 60 orders. Each 
additional 30 orders costs 75p. European players are welcome. Reply to:- 
|KJC Games, P.O. Bqk 11. Cleveleys, Lancashire, FY5 2UL. 
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GLOBEMASTER 



The 3-D space combat play-by-mail game. 



Fly your command ship and Us fleet o( lighters trom star to star 
into combat with ships controlled by the other players. Find 
and capture the MASTERSTAR and become 
GLOBEMASTER. 

Turns 1 fortnightly £1.50 per turn. 
The GLOBEMASTER plays for free while he survives. First 2 
moves and rules free. 



CUT PRICE SOFTWARE 
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OUR 


Special m 


RRP PRICE 


Commodore $4 


AflPPRICE 


Am sired 


RRPPRICE 


Thomp$/fo$1 


h?D 


500 


BHe 


14 95 


10.99 


Knignllore 




r\uu 


HypttT Sport S 


7.95 


5.50 


Hyper Spona 


B ^ 


6 50 


Alien 3 


B Bfi 


7.00 


Frank B Bounfl 
GIavs 


t- H 


5.25 


E> pi OO* no; Fill 


9 95 


7,50 


Ghost Dusters 


in 95 


S99 


7 95 


550 


Frankta g t H 
Roctforai R crt 


9 95 


7.M 


Beach head 


H 


7.95 


SlriHrt Hawk 


B H 


5.00 


9 95 


7.25 


Combat Lyn> 


BM 


5,75 


Jet Set Willy 2 


U95 


5 + 25 


G.Gcoch Olckd 


9 ^5 


7.50 


Sorcery 


3 95 


|J| 


Spy vs. Spy 


995 


1 M 


EHio Obk 


1706 


14 95 


Dun Daracn 


9 95 


7.50 


Frmkie g/t H. 

Cauldron 


'-'^ 


7.25 


Drop Zone 
Jump Jet 


Me 


7.50 


Tanfc Suators 


7,95 


5.00 


799 


5.99 


995 


7.25 


3D Siantriea 


8tt 


5.25 


View to a Kill 


10 99 


BOO 


DaieV* 5 Test 


790 


6.00 


Amslrftd Artist 


9 95 


7.00 


Dun Da ra.cn 


996 


6.95 


View lo a kill 


10 99 


6.50 


Super P'line 


B95 


6,50 


Shadowftre 
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6.99 
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6.99 


BJaaoBj 
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6.00 


US. Gold Tillaa 


7M 


5 + 95 


Jet Set Winy 2 
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U6 


6.50 


All U Hi male 


OX 


695 
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| .-,.-. 


6.50 


Amstrad Basic 


19.95 


15.00 


Icicle Works 


S« 


2.95 


Theatre Europe 


9 ^ 


I H 


Technician Ted 


a ■;'. 


6.50 


Select One 


1J.50 


5 + 00 


Prtatop2 


I0J8 


&.60 


Flight Path 


7.95 


6.50 


ZjAxon U S.Golc 


I 795 


3.95 


Snadowfire 




699 


Jammin 


7.95 


5,50 


Wizard Lair 


695 


2.99 


Snadowfirs (0) 


i :\ es 


9.50 


Death Pit 


695 


5.00 


Special i 

Cyclone tree 

Spectrum order 


jiter 




5peclal o«ar 




Special oiler 




with at 




FraK 64 free with any 


S% blank double aMe 


over £15 00 


CBM 64 order 


over Q 


000 


dleka 119.95 £14 per 


10 








For mall order pleat* 


•end 








Cncquef . P payable to C.p.s. VtftaVAcc*« 24hr 


anawtr pftone aerrlce available. 




CUT PRICE SOFTWARE (CG) 4 SLACKSBURY HATCH, HARLOW, 


o 




ESSEX CM19 4ET (0279 24433) 




a: 



STARGLOBE 



This is an adventure in space and time. You must navigate 
your well-equipped starship through 3D space, filled with 
2000 stars. When you reach a star, you can explore the planets, 
establish colonies and factories, build up an empire, meet 
aliens and fight other players. 
Moves £1.60 each. No deadlines. Details and launch f£ 



Send to: TIMEPATTERNS, 97 Devonshire Road, Birmingham, 
B20 2PG, Tel: 021 523 4446. 



GAiTlESiTlflriSHiP 



Presents A Small Selection 



SPECTRUM 



Way 01 Eftptoding 

Fial .......B.45 

View to a Kill 9 50 

G Goocfi cricket .■. .7.70 

Elite .1345 

International Tonnte 5,00 

On held football 9 50 

Bi>an Bioodoftft . . . .S50 



Hustler 5 JO 

Cavcfighttv 5 90 

Canoe Slalom 5 90 

Stagger 5.90 

Airwolt 5.90 

Oort's dilemma 5 90 

Timeslip 590 



View to a Kill 

Spy v* Spy 

Rocky 

Cauldron 

Dun Oarach . t ... 
Jet Set Willy 2 ... 
Super Pipeline 2 . 



AMSTTtAD 



,9 50 
. .8 50 
..675 
,6 75 
-.8 50 
..590 
. .6 75 



Beachhead 550 

Dun Daracn fl 50 

On© on One 770 

Knight Lore 6 50 

Alton 6 ti50 

DT. Decalhlon 7 70 

Combat Lynx 7.70 



Hole in one 13 50 

Vlfrar Kung Fu ,...16.00 

Le Mans 650 

The Wreck 1350 

Flight 737 850 

Sorcery 7.70 

Any Level 9 650 



FT5S1nkii Eagle (cM3 50 

Archon (c) 10 50 

Drop Zone |c| 6 50 

Quasimodo Rev (c) .8 50 

Mr 00 (C) 850 

One on One - . ♦ 8 50 

Blue Man...- 850 



Guickahot II only IBM 
Chequfl/PO to Gamesmanship (Dept GM) 65 Casalobury Av 
TW14 9JE. SAE for full (lit*. Stale Micro, fling 01-«90 5636 



i. BedfonL Middlesex 
lor friendly service. 




THOUGHTS & CROSSES 




GENERAL ENQUIRIES 
TELEPHONE 
0924-402337 



37 MARKET STREET, HECKMONDWIKE, WEST YORKS. 

Shop Hours 9am-5pm Mon-Sat 



Mail Order Hours 9am — 8pm Mon - Sat 



CREDIT CARD 
ORDERS TEL: 
(0924) 409753 
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We are pleased to annouce 
the results of two more 
Gamer competitions In 
whioh you had the chance 
to win a day with chart- 
topping software house 
Ocean and a real Jelsof t ar- 
cade machine. 

Win a day at 
Ocean 

The Ocean competition in 
Gamer's transmission 2 



was Inspired by Michael 
Ende's "Neverending 
Story" in which a boy is 
transported into the fan- 
tasy story that he was 
reading, We asked you to 
write in less than 200 
words about which book op 
game you'd like to find 
yourself In. 

The judges were lookin 
for an entertaining an 
original account and, I 
think you'll agree, found It 
in this following entry from 
I. McAuliffe. 



MICHAEL ENDE 



Ode to Ocean 

My book is Well's "The Time Machine," 
And before you all start snoring, 
It really is an excellent read. 
And don't you dare say "boring!' 



i" 



So I would like to be in It, 
for several basic reasons; 
chiefly I could go anywhere, 
through countries, time and seasons, 

I'd go back first to Roman times, 

to see how the britons fare. 

They'd fight, I'm sure, to the bitter end, 

Just like old Clive Sinclair. 

Then to Eygpt would I fly, 
to visit dear old pharoah, 
and if I had my polaroid, 
I'm sure I'd take a photo." 

Then I'd whizz through time and space, 
and listen to Ceaser's decree, 
but even he couldn't match the power, 
of the brand new BBC. 

I'd make a stop at Shakespear's house, 
this rhyme to him I'd lob. 
He'd probably rush off in fright, 
for fear he'd lose his Job. 

To travel thus would be so great, 
and so at my behest, 
see that this book wins the prize, 
"Wells baby! You're the best!" 

For .his prize I, 
McAuliffe will be 
transported to Manchester 
where he will spend a day 
with Ocean. There he will 
meet the programmers and 
receive an Ocean goodies 
bag containing a bumper 
bundle of software. 
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Win a Jetsoft 
arcade machine 



To win our fantastic prize 
of a real arcade machine 
you had to enter a two part 
quiz that was designed to 
test your gaming 
knowledge. Points were 
allocated for correct 
answers and a tiebreaker 
cartoon caption was includ- 
ed to help sort a winner. 

Luckily this tiebreaker 
wasn't necessary (par- 



ticularly most of them star- 
red Mark Thatcher) as we 
have a clear winner in 16 
year old Robert Crow who 
will have to board up the 
door of his Islington home 
to keep out the hordes of 
his friends that Just want 
"one more go" on his 
brand new arcade machine. 
Congratulations to 
Robert and comlserations 
to the rest of you, but 
remember, keep reading 
Computer Gamer for more 
competitions In which you 
could win amazing prizes. 











The Answers 

Here are the answers to the 
quiz questions set in Gamer 
transmission 1 and 2, Ob- 
viously some questions had 
more than one possible 
answer (and all entries 
,.were checked for such 
alternatives) but here are 
the ones we were par- 
ticularly looking for. 

1) In which game are 
you. . . 

a) da boss — Mugsy 
(Melbourne House) 

b) a flea — Bugaboo 
(Quicksilva) 

c) a technician — Techni- 
cian Ted (Hewson) 

d) a cybot — Alien 8 
(Ultimate) 

2) In which game would 
you meet. , . 

a) a grue — Zork (Infocom) 

b) backward baddies — 3D 
Sieddab Attack (Hewson — 
Sleddab is "Baddies" 
backwards!) 

c) myons — Codename Mat 
(Micomega) 

d) gooey blobs — Chaos 
(Games Workshop) 

3) In which game are 
you called - - . 

a) Rockford — Boulderdash 
(Statesoft) 

b) Horace — Horace goes 
skiing (Melbourne House) 

c) Bilbo — The Hobbit 
(Melbourne House) 

d) Trogg — Frak (Aardvark) 

4) In which game do you 
defend. . , 

a) Betula-5 — Psytron 
(Beyond) 

b) The Nostromo — Alien 
(Argus Press) 

c) New York — 
Ghostbusters (Activision) 

5) Wordsearch* 

The Wordsearch contained 
20 software houses which 
were Acornsoft, 

LLamasoft, Audiogenic, 
Alligata, Ocean, Ultimate, 
Statesoft, Firebird, 

tuicksilva, Microdeal, 
omik t Beyond, Intrigue, 
Arlolasoft, Anirog, PSS, 
Activision, Hewson, Artie 




and Jetsoft. 



6) In which game would 
you find . , ■ 

a) telephone boxes — 
Revenge of the Mutant 
Camels (LLamasoft) 

b) giant boots — Gridtrap 
(Sumlock) 

c) musical notes — Jammin 
(Taskset) 

d) moon gates — Ex- 
odus:Ultima HI (US Gold) 

e) radioactive seaweed — 
Seaside special (Taskset) 

7) Now get out of that! 
This proved to be the 
deciding question as it 
quickly separated the 
adventurers zrom the lem- 
mings. 

The question posed the 
problem of being trapped 
on a ledge with nowhere to 

So, Behind you a hungry 
ragon was awaiting your 
return through a narrow 



gap and infront of you was 
a bridge across a chasm 
over which a goblin war 
party was crossing. This 
was a particularly nasty 
war party as it also includ- 
ed some ores, flown in 
especially, by wyvern, to 
cut you into little pieces. 

Some of you brave 
adventurers opted for the 
runaway tactic, back 
towards the dragon, where 
they were promptly eaten. 

The rest of you looked to 
the corpse of the warrior 
for the answer, and fell 
straight into the trap. 
Several important clues 
were hidden in the descrip- 
tion of the warrior. 

The sword that killed 
him was his own (the 
design on the pommel was 
the same as the one on his 
helmet) and it could also 
cut through steel (the hole 



8) Wordsearch. 






















N 

X 
C 

I 


TFOSNROCA 


XBPCOYJM 




TFOSAMALL 


H L J P C 


J 8 




A 
L 




U 
L 


FGIAUDIOGBNICI 


A 


8 

T 






E X F A G B 


Q 


N F A T X. 




X 

p 


L 

I 



C 


T 

I 


P H P R Y T 

K G L A Y U 


U 

I 


A 
R 


T Y 


J L 


U 


A 
T 






H Z 


I 


F 


V 







G 


E 


M 


q>vp z V S N 


C 


T 


P H 


N 


I 


8 


E 






s 


A 


A 


A 


JSjXE G R 


X 


I 


M 


A 


T 


R 


P 


8 






Q 


T 


N 


T 


B TS0\H G L 


8 


G 


P' 


R 


R 


E 


Z 









D 


A 


F 


E 


F T BNVSY H 


I 


J F 


I 


I 


B 


G 


F 






Q X L Q Z J J iNNK 

Ilaedorc I sfcufc 


L 


Ti 


X 





a 


I 





T 






V 


F 


ti 


L 


u 


R 


R 


R 




T S S X S A T-^N 


A 



8 


A 

X 


A 

8 


E 


D 


I 
N 


P . 
X 




F|X M I KlA/Q/X> W S 


Q J 




D X D 8 R M^ B T X 


T 


I 





T H 


A 


F 




Q/fy P V^W^A T J X C 


B 


X 


F 


D H D 






TO^V K Q A L X 


J 


I, 


T 


1 


REM 








U 




'WlA CTIVISION 


\v 


V 


P 







1° 



o 



in the breast plate. Normal- 
ly warriors don't go around 
killing themselves without 
a reason. The reason this 
time was the "curious 
black, rod* ■ from which 
magic emanates. This is in- 
fact a rod of despair and 
anyone picking it up will 
either kill themselves with 
the sword or calmly step off 
the edge and plummet into 
the chasm. 

Some entrants from the 
more imagintive readers 
had the rod responsible for 
all sorts of things Including 
the creation or a crystal 
bridge! Unfortunately this 
wasn't the case or the war- 
rior wouldn't have killed 
himself. 

Two further clues could 
be gleaned from the 
description, one the con- 
struction of the bridge and 
secondly that the ores were 
waving both their swords 
and their shields and 
therefore couldn't hold on 
to the bridge. 

The bridge is suspended 
across the chasm by two 
steel wires with two addi* 
tional wires forming hand 
rails. Consequently all you 
had to do was either cut the 
two supporting wires or j 
either the two lefthand or ; 
right hand wires. The 
bridge would collapse sen- 
ding the ores to their death. 
Then you could clamber i 
across the remaining two 
wires to safety. Obviously 
you needed the sword to cut 
the wires which you might J 
as well keep with you (since 
its magical) for your fur- 
ther adventures. 
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(OR DISK!) 



Until you've seen the low, low prices in 
our Spectrum and Commodore 64 
Catalogues. Light up your bank manager's 
face by getting Shadowfire for just £5.95 
(saving £4), steal yourself a bargain with 
Spyhunter at only £4.95 (Spectrum) and 
£6.45 (Commodore 64), or make a 
megasave on Megahits at £7.95 (saving 
£5). Need we go on? There are over 200 
more products we could tell you about. 

So what's the catch we hear you say? 
How many tapes must I commit to buy in 
a year? The answer is none. Once you 
have joined our Club, for an annual 
subscription of £5.00 you need buy 
nothing! 

But wait. There's more to this Club than 
just the £'s you'll save on software. As a 
Member you will receive a bi-monthly 
magazine, packed with in-depth reviews 
(including lots of screen photos), 
competitions to enter, game playing tips 
and lots, lots more. Hurry now. If you 
apply for membership within four weeks 
we will give you a £1 voucher towards 
your first purchase. So send off the 
coupon now and we'll send you our most 
recent Club Magazine by return. If you are 
not absolutely delighted we will give you 
your money back! 



KELVIN HOUSE 

TOTTERIDGE AVENUE 

HIGH WYCOMBE 

HP13 6XG 

10494) 450586 



MEMBERSHIP APPLICATION CG 8/86 

Please enrol me as a member of your Software Club, for which I enclose 
C5.00". I have a: 

□ Spectrum /Spectrum + 

D Commodore 64 

I understand you will send me your most recent Club Magazine by return 
and that i! I'm not completely satisfied after two weeks I can claim a 
refund. 



Name iblqck caps* 



Address 






't^MIIM 



i + f w t I * 



>*••**•-** ft I 



Postcode ; 

Cheque/Postal Ordor No.. 

Or charge my Access/Visa account 

DDDnGDDDDDDDDDDDD 

I '£5 applies to UK & BFPO only. Other rates are £7 Europe, £9 USA & 
Middle East, £12 Australia. Far East & S. Africa,* 



: 
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When you subscribe to 
Computer Gamer you can 
be sure that we 11 cram 
through your letter box, 
every month, all the news 
and reviews of the latest 
releases, in depth strategy 
articles on the best games, 
help for those stuck in 
adventures, competitions 
in which you could win 
fantastic prizes, challeng- 
ing programs for you to 
type in and fascinating 
features to help you get the 
best from your computer 
gaming. It all adds up to the 
magazine that no gamer 
can afford to miss. 

Not only are we saving 

Sou the rush to get a copy 
efore your friends nab the 
last one but were also giv- 
ing you the opportunity, to 
UK readers, to buy two 
Beyond games for the 
ridiculous price of only 
£1.50 each. 

Don't miss out! make 
your selections from the 
boxes of Beyond software 
(only one game can be 
chosen from box B) and 
complete the form below. 
Then send it along with 
your cheque or postal order 
for £18.20 to Computer 
Gamer (Subs Offer), Argus 
Specialist Press, No. 1 
Golden Square, London 
W1B 3AB, 



What you save! 

The normal Gamer 
subscription rate (for UK 
readers) is £15.30 for 12 
issues. Adding £3 for the 
two Beyond games brings 
the total you pay to £18.20. 
Compare that with the 
cost of two games (eg 
Shadowfire and Spy vs 
Spy), each should cost 
£9.95 each making a total 
of £19.90. Therefore you 
could save nearly £2 on the 

?ames themselves and gel 
2 issues of Gamer as well! 



Calling all Spectrum and Commodore 
64 owners. You can save pounds in 
our fantastic special offer. Take out a 
subscription to Computer Gamer and 
buy two Beyond games for only 
£1.50 each! / 






Box A (both of your selections 
can be made from this box) 
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T1985 



SPECIAL OFFER 



Box B (Only one game can be 
selected from this box). 




Special offer subscribtion rate £18.20 
Selection 1 (from Box A only) 

Selection 2 (from either Box) 



I am enclosing my (delete as necessry 
cheque /Postal Order / International Money 
Order for & 

(made payable to ASP Ltd| ^^— 

OR |P"« 

Debit my AccessD BarclaycardD ■ ^ ' 



/ 



/ 



/ 



Please Use Block Capitals and include post 
code 



NAME (Mr/Mrs/Miss) 
ADDRESS 



POST CODE, 



/ 

u 



SIGNATURE 
DATE 
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Hello again. Did you enjoy 
the hi-res last time? I hope 
so. Anyway, this month we 
have part 2 including those 
hi-res programs I promised 
you. 

Firstly, Program 1 for 
the Vic. This Is a variation 
on the game I gave you last 
month, you are the ship at 
the top of the screen and 
you use Z and ? to move left 
and right. You avoid the 
alien with short arms, but 
you may dock with the arm 
docker or with the skull 
like fuel dump. This is how 
it works; 



mm 



By R P Newman 



10 Set your score to 0. 

20 Is a REM 

30 Clears the screen 

40 Enters the character set into UDG Mode 

50 Reads the data for the UDGs 

60-140 Data for UDGs 

l 54 J Sets screen to black. Puts in UDG mode 

160 Screen location for your ship 

170 Pokes your ship at that location 

180 Chooses a random number between 1 and 3 

L90 Chooses a random screen location 

200 Pokes the random number from 180 into 

the random screen location from 190 

If the random number is 1, then It is an 

alien ship 

If the random number is 2, then it is a 

docker 

If the random number is 3, then it is a fuel 

dump 
210 Gets the key input 

220 If the key input is Z then it moves your 

ship to the left 
230 If the key input is ? then it moves your 

ship to the right 
240 Repositions your ship 

250 If the character underneath your ship is 

an alien, then It jumps to line 1000 
260 Increases your score oy 6 points when you 

dock with a docker 
270 Increases your score by 10 points when 

fou dock with a docker 
ncreases your score by 1 point and jumps 

back to continue the game and scrolls up 
1000 Clears the screen 
1010 Prints "YOU BI3HED" 
1020 Prints your score 
1030 Asks you if you want another go 
1040 Gets the key input 
1050 If you answer yes. then starts the program 

again 
1060 Ifthe answer is no, then jumps back to line 

1040 to re-get the input 
1070 Ends the program 





Now for the 64, program 




2 — 


Draw squares or rec- 




tang: 


les. This one will draw 




a square: 




10 


Is a REM 




20 


Sets into hi-res mode 




30 


Clears screen 




40 


Sets a value fop the "x" row 




50 


Draws top line 




60 


Draws right line 




70 


Draws bottom line 




80 


Draws left line 


1 


90 


Keeps program on screen 






10 

20 
30 
40 
50 
60 
70 
80 
90 
100 

1 10 

120 
130 
140 
150 
160 
170 
180 
190 

200 

eio 

220 
230 
240 
250 
260 
270 
280 

1000 
1010 
1020 
1030 

1040 
1050 
1060 

1070 



SC=0 

REMVIC 

PRINTCHR5C 147? 

FORT-0TO51 1 : P0KE7 1 68 + T, PEEK < 32768 »T> * NEXT 

FORT-7 1 68T07 1 99 l RE ADA l POKET , A ! NEXT 

REM YOUR SHIP 

DATA 16, 186,124, 16,56,124,56, 16 

REM ALIEN 

DATA©,©, 195, 153,90, 189,24,24 

REM DOCKER 

DATA 1 65 ,66 , 66 ,36 , 24 , 60 ,90 , 1 29 

REMFUEL DUMP 

DATA60, 126,219,255,231 , 126,36,60 

REM START GAME 

POKE36879,8!P0KE36869,255 

A=7691 

POKEA,0 

Z-INTCRNOC 1 >*3>+l 

X»1NT<RND< 1 )*506>+7680 

POKEX,Z 

GETA* 

IFAS-"Z"THENA=A-1 :P0KEA+1 ,32 

IFA*="/"THENA=A+1 :POKEA-l ,32 

POKEA,0 

IFPEEK<A+22)MTHENI000 

IFPEEKf A+22)=2THENSC-SC+5 

IFPEEK<A+22)-3THENSC-SC+10 

PRINTiSOSC+1 i GOTO 170 
PR I NTCHRSC 1 47 ) 1 P0KE36869 ,240 
PRINT"*rOU BISHEO !■" 
PRINT1PRINTIPRINT1PRINT"Y0UR SCORE! »SC 






PR I NT t PR I NT i PR I NT " WANNA 

GETAS 

IFA*="Y"THENRUN 

IFA*< >-N"THENI040 

END 



NOTHER GO? OVN> 



READY. 



1® REM64 HI-RES 

20 P0KE5S576 , 150 : P0KE53272 ,8 : P0KE53265 ,53 

30 FORI=24*1024TO32*1024-1 I POKE I ,0 * NEXT 

40 X*50 

50 FORY=100TO 150: POKEX* 1024 +Y, 1 '. NEXTY 

60 FORX*50TO 100!POKEX*I024+Y, 1 : NEXTX 

70 FORY=150TO 100STEP-1 : POKEX* 1024 *Y, 1 i NEXTY 

80 FORX=100TO50STEP-1 '. POKEX* 1024+Y, 1 s NEXTX 

90 GOTO90 

READY. 




COMPUTER GAMER AUGUST 1985 COMP 



nan 



> 



IT 



TO 








On the screen here are 
from to 319 pixels on the 
"x" axis and to 199 pix- 
els on the "y" axis (see 
Diagram 1). To alter the 
program to a rectangle, just 
increase the second value 
In line 60 and 90. These will 
increase the length of the 
line along the "x" axis and 



you will have a perfect rec- 
tangle. 

And now, one for the 
BBC or Electron. This is a 
program 3, In which you 
are the frog and you have to 
catch the flies, before your 
time runs out. Use A and Z 
for up and down, and N and 
M for left and right. 





10-660 



1000-1100 

1200-1265 
1300-1340 
1400-1440 



Initialises procedures and loop. PROCs are 
similar to GOSUBs, and PROCs need special 
names; e.g. PROCinstructions is the pro- 
cedure for Instructions. The computer 
searches through the memory until it 
reaches DEF PROC Instructions and will 
then carry out then carry out the PROC un- 
til it reaches the END PROC. It then 
returns to the PROC systems and goes from 
there. 

PROC Instructions : this is the PROC to 
print up the Instructions in colour on a col- 
oured background. 

This PROC gives a White background with 
green fir trees which creates a Forest effect 
This PROC deals with defining the alien fly 
which your frog has to eat. 
This frog defines the player's frog which 
has to eat alien flies. 



1500-1750 



1800-2220 
2400-2550 

2600-2750 
3000-3090 
3500-3595 
3600-3710 
3800-3930 

Good Luck! 



This PROC gives the start position for the 
player and also sets the aliens, score and 
time variables 
This PROC deals with movement, both the 

? layer's and random alien movement 
his PROC ohecks whether the frog cap- 
tures the fly in time or whether the fly 
passes the player 

This PROC sounds a trill when the fly is 
captured and also erases the fly 
This increases the player's score by 10 for 
each fly caught 

This PROC prints up your score and your 
time remaining 

Checks for the end of the game when you 
let three files pass or your run out of time 
Gives a polite stop to the game and asks if 
you want another go. 



10 REM 
G0 MODES 

100 PROCINSTRUCTIONS 

140 PROCBACKGROUND 

180 PROCALIEN 

220 PROCPLAYER 

£60 PROCSTART 

300 PROCMOVE 

340 PROCCHECK 

380 1FHITTHENPROCEXPLOOE 

420 PROCSCORE 

4S0 PROCTIME 

500 PROCSTATUS 

540 PROOF INISH 

580 I FNOTF I N I SHTHEN300 

620 PROCGAMEOVER 

660 GOTO 140 

1000 REMINSTRUCTIONS 

OEFPROC INSTRUCTIONS 

COLOUR 132 i C0L0UR7 1 CLS 

LEFT=FALSE : R IGHT=FALSE : DOWN=FALSE : UP=FALSE 
VDU5 

MOVE200, 900 (PRINT" INSTRUCTIONS " 
MOVE200,900!PR INT" •< 



1025 

1030 

1035 

1045 

1050 

1055 

1060 

10S5 
1070 
1075 

1090 

1095 

1100 



1335 VDU23, 130,36,24,60,90, 153, 165,195,0 

1340 ENOPROC 

1400 REM FROG 

1430 OEFPROCPLAYER 

1435 VDU23, 131,129,90,60,24,36,66,66, 125 
1440 ENDPPOC 

1500 REM START/RESTART 
1550 DEFPROCSTART 
1560 ALIENS=10 
1570 SCORE=0 

1580 TIME=100I 

1600 PEMSTART FOR PLAYEP 
1630 YP-960iXP*40 

1690 MOVEXP,YP(GCOL0, 1 SVDU131 

1700 OXP*XP 

1710 OYP=YP 

1720 DEAD=>TRUE 

1730 PAST=0 

1740 FINISH-FALSE 

1750 ENDPROC 




TO MOVE LEFT" tLEFT=TRUE 
TO MOVE RIGHT" :RIGHT*TRUE 
TO MOVE DOWN" :DOUJN=TRUE 
TO MOVE UP"*UP=TRUE 
A KEY TO START" 



MOVE0,800iPRINT"USE N 

MOVE0,700!pRINT"USE M 

MOVE0,600:pRINT"USE Z 

MOVE 0,500 (PRINT "USE A 

MOVE0, 100SPRINT-PRESS 

A* = GETS 

ENOPROC 
1200 REM BACKGROUND 
1230 OEFPROCBACKGROUND 
1235 BACK=7»GCOL0, 12B+BACK(CLG 
1240 V0U23, 128,16,56,56, 124, 124,254,254, 16 
1245 GCOL0,2 
1250 FORI=1TO40 

1255 MOVERNOf I280t ,RNO< 1024 > (PRINTCHRS' 128 > 
1260 NEXT I 

1265 ENDPPOC 

1300 REM ALIEN FLY 

1330 DEFPROCALIEN 



= XA 



1800 REM MOVE 

1850 DEFPROCMOVE 

I860 IFNOTDEADTHEN1930 

YA «990 : XA -RND < 1 248 > ! OXA 
OEAO=FALSE 

GCOL0, 1 !MOVEXA,YA+10!VOU130 
REM MOVE FLY 
. GCOL3, 1 
MOVEOXA , YA+ 10 : VOU 130 ( MOVEXA , YA : VDU 130 J OXA=XA 
YA=YA-I0t IFYA=0THENDEAD=TRUEIPAST=PAST+1 



1870 
1880 

1890 

1900 



J 1930 
1940 

1950 

1960 IFDEAOTHENMOVEOXA,YA+10!VOU130 
1970 XA-XA-20+RNDC3)*10 



1980 IFNOTFIREANDXA>XPTHENXA=XA-10 

1990 IFNOTFIREANDXA<XPTHENXA*XA+10 

2000 1FMA>1248THENXA=1248 

2010 IFXA<0THENXA=0 

2020 REM MOVE CHARACTER 

2040 REt'LEFT RIGHT 

2070 I FLEFTAND I NKE Y < -78 ) THENXP =XP - 1 8 

2080 IFR IGHTAND INKEYt -77 >THENXP«XP+ 10 

2090 REMUP DOWN 

2095 IFUPAND1NKEYC-65)THENYP=YP+10 
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2100 IFDOta^NDINKEY<-90?THENYP-YP-10 

2120 IFXP<0THENXP=0 

2 130 IFXP> 1248THENXP= 1248 

2140 IFYP<0THENYP=0 

2 150 IFYP> 1240THENXP= 1240 

2 160 !FOXP-XPftMDOYP=YPTHEN2200 

2170 GC0L3, 1 

2 180 M0VE0XP,OYPlVDU131 

2190 MOVEXP,YP!VOU13l 

2200 OXP=XP:OYP=YP 

22 10 IF INKEY<-99>THENKEY«TRUEELSEKEY=FALSE 

2220 ENDPROC 

2400 REM CHECK. FROG 

2460 DEF PRDC CHECK 

2465 T1ME>TIME-10 

2470 HIT=FALSE 

2480 GC0L3, I 

2490 F0R1=0XPT00XP+64STEP8 

2500 F0RJ-0YPT00YP-32STEP-4 

25 10 IFPOINT< I ,J>< >BACKTHENHIT=TRUE 

2520 NEXTJ 

2530 NEXT I 

2540 M0VE0XP,0YP:VDU131 

2550 ENDPROC 

2600 REMTRILL 

2660 DEFPROCEXPLODE 

2670 SOUND 1,-15,0,1 I SOUND 1 ,-15,50,2 

2680 SOUND 1 ,-15,5, 1 I SOUND 1 ,- 15, 100,2 

2700 REM ERASE FLY 

2730 MOVEOXA,YA+ 10JVDU131 

8740 DEAO=TRUE:ALIENS=ALIENS-l 



2750 ENDPROC 

3000 REM SCORE 

3060 DEFPROC SCORE 

3070 IF NOT HIT THEN3090 

3080 SCORE=5CORE+10 

3090 ENDPROC 

3200 REM END GAME 

3250 DEFPROC TIME 

3260 ENDPROC 

3500 REM STATUS DISPLAY 

3525 DEFPROC STATUS 

3530 VDU4 ! COLOUR 128+BACK : C0L0R7 -BACK 

3535 REM DISPLAY SCORES 

3550 PRINTTAB<5,0>; "SCORE 1 "I SCORE 

35S0 REM DISPLAY TIME 

3570 PRINTTAB<0,0> J *TI M I TIME 

3600 REM CHECK END 

3650 DEFPROC FINISH 

3680 IFPAST=3THEN FINISH-TRUE 

3690 IFTIME-0THEN FINISH=TRUE 

3800 REM F INISH 

3810 DEFPROC GAMEOVER 

3820 GCOL0, 132 I GCOL0 ,7 :CLS 

3890 PRINT"WOULD YOU LIKE ANOTHER GAME 

3900 A*«GET* 

3905 IFA*= U Y U THEN RUM 

3910 IFA*< >"N"THEN3900 

3920 VDU4,20, 12: END 

3930 ENDPROC 

READY. 




<Y/N> 





5 CLS 

10 F0RN=1T06 

15 INK N 

20 PLOT50,50:ORAW1 15, 115 

30 NEXT N 

READY. 




For the Spectrum, let's 
look at Program 4. This Is 
just fun to watch. It will 
draw a pattern on the 
screen and then draw over 
In a different colour. Short 
but sweet. Let's see how it 
works. 

5 Clears the screen 

10 Sets up a for-next loop to Incorporate all 

six colours 
15 Sets the colour according to N (see line 10) 

20 Draws the pattern. There are eight Os. I 

will leave you to experiment with changing 

the numbers. 
30 Goes back to continue 




And for the C16. a short 
routine (Program 5) that 
will plot and unplot a dif- 
ferent random point on the 
screen. It is quite nice and 
this is how it works. 






10 GRAPHIC S 

20 COLOR 1 ,1 

30 A=INT<RNDC1 >*319> 

40 B=*INT<RND< 1 >*139 ) 

50 DRAUU,A,B 

60 X«INT<RND< 1 )*319> 

70 Y-INTCRNEK 1 >*199) 

80 DPAUJ0,X,Y 

90 GOTO30 

READY. 




10 
20 
30 

40 

60 
60-70 

80 
90 



Puts it Into Graphic Mode 

Sets the colour source 

Chooses a random number, it will be for x 

(along) 

Chooses a random number, it will be for y 

(down) 

Plots these points on the screen 

Chooses the random numbers for the 

unplot (see 30 and 40) 

Unplots the new random point chosen 

Goes back to 30 for more plots 



Like it? I hope so. 
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SY.'C'TICINIIANS! 

Thai's what one paper called St Bride's - the famous school 
where grown-up girls are transformed Into schoolgirls The 
others weren't silent either; 



A school for scandal?' asked the Telegraph. 
'All very pukkah/ assured BBC TV News. 
'Brzarre!' shrieked the Sun. 



Now you can find out (or yourself as you guide Trixie 
Trlnian through the classrooms, corridors and secret 
places of the strangest school ever - to uncover 
THE SECRET OF ST BRIDES 
A magical drama in over 100 scenes - fu 
colour graphics throughout 
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BARGAIN SOFTWARE 

Oept CG1, Unit 1, 1 Esmond Road, 

London W4 1JG 

Phone orders welcome 

Ring 01-995 2763 for special offers 
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WE THE GUARDIANS 
Greetings Earthlings: It is 
we, The Guardians, with 
another bulletin. Our 
signal is weak — we have 
little time, we hope you 
have survived so far and 
are still with us. 



After escaping from the 
Lords of the Void in your 
last encounter, you are 
hurled through the slit in 
Time that takes you into 
another dimension. 

Fragments of the past and 
future flash by your mind 
until you see, whirling in 
the vast Emptiness, the 
open Logic Box. Devised by 
the soul of a galactic riddler 
you are challenged to go 
through the Box and 
discover its true meaning. 
The riddler has created a 
device to conceal the 
message by sending you 
down and up and from side 
to side (but not diagonally). 

Perhaps it is a trap to 
lure you into an endless 
eternity of wandering? As 
time is whittled away, you 
will, and be frank with 

Sourself , will you crawl out 
eaten or stride out trium- 
phant? 

The rules of the Logic 
Box are simple: read the let- 
ters to form sentences by 
going down, up or from 
side to side. All the letters 
are used only once. Are you 
the one to find the way? 



Are you still with us. 
then we conclude that you 
are strong. You will see 
that we have tried your pa- 
tience — and he that has 
that gift will journey far! 

Soon we shall be coming 
to the reason for our 
strange journey. Let us just 
say this for now: Time is of 
the essence. Disaster 
threatens. If doom should 
come then you will all be 
witnesses but none will tell 
the tale. A force is acting 
out there which threatens 
the well-oiled rhythmic 
clock of the universe; 
reverberations may spread 
from galaxy to galaxy and 
then? The tidal wave of 
Darkness will engulf All. 

The cause of the problem 
bears a name we cannot 
speak for we are forbidden, 
but we are trying to help by 
scattering clues wherever 
we can. 

A letter of the alphabet 
we are leaving for you in 
this bulletin will introduce 
an answer but will, and will 
not, be at the beginning. 

A mission control som- 
where out there has 
already begun the next 
countdown not knowing 
that there may never be 
another. Let us join the 
countdown: 

As the earth goes round 
and round, take the 
number of degrees in a cir- 
cle and add a dozen. With 
this number add the: 

number of commandments 

number of people your God 

created 

days in a normal year 

weeks in a year 

days in a week 

hours in a day 

minutes in an hour 

seconds in a minute 

years in a decade 

years in a century 

years in a millenium 

__ SCORE; 150 



total 



This number that has 
been revealed is a magic 
number — store it. 



The galactic demon is 
angry that you are manag- 
ing to travel through his 
logic traps. He has sent one 
more task for you in an at- 
tempt to keep you chained 
forever. But little does he 
know that should you 
resolve this problem then 
you will have another clue 
to a certain identity. 

To guide you out of the 
Logic trap the demon has 
provided you with a 
primitive space hang- 
glider. However, the glider 
is too heavy and needs 
direction. The demon hopes 
you will crash. Remove 
three of the bars that form 
it and point it in the right 
direotion so that something 
for which you are sear- 
ching becomes clear, 





You have been tested 
and found good. Now take 
the space glider and disap- 
pear for the time being; 
others are following close 
behind and they are not all 
to the Good, 



We must go now. Until 
our next bulletin, we The 
Guardians say farewell. 
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As crosswords go, this one 
is pretty straightforward — 
the answers are there 
already. . .well, almost. 
The alphabet has been 
broken into threes, and 
each group assigned a 
number; A.B and C are 1; 
D.E and F are 2, and so on. 
To make it exactly divisi- 
ble, for 9 you have Y,Z or 
the blank squares. 

Unfortunately, the dues 
are given in no particular 
order. It's really quite 
straightforward! 



CLUES 

1: A secret meeting — in 

the embassy, no 
doubt. 

2: Half a perculiar 
twitch. 

3: Exploit, in play. 

4: Cares about the land. 

5: How rhymster per- 
forms handstand? 

6: Type 3 current in 
these plants. 

7: Place for a threesome, 
almost. 

6: Based on facts? 

Inspite of being apart, 



establishment. 
10: Many given the bird 

— how cowardly. 
1 1 : Vulgarly incarcerated 
concerning spell — 
just made it (4,5 
words) 
12: Timber! — or how dad 

renders it. 
13: Will my giddy aunt 

recover? Of course! 
14: Let this confused 
plant be a national 
emblem. 
15: Twitch like a fool. 
16: Shout at unfinished 

colour. 
17: How Ken glowed with 

the Gen. 
18: Was overdue — 

wanted to come out. 
19: Up the pole and on the 

trot. 
20: Group which repairs 

guns in the Orient. 
21: New person from 
American city might 
bowl you out. 
22: Viola played by In- 
land Revenue — can 
you stomach that? 
23: Cast off in the garden 

— she would, too! 
24; Maladjusted Roman 



apprentice is quite or- 
dinary. 

25: Three wheels on my 
wagon? 

26: Some modesty dis- 
played in the poet's 
work? 

27: Desert carriage used 
by pest controller. 

28: Internal aerobics in- 
terrupted by raven. 

29: Frivolous objection in 
an Inca village. 

30: Butter up Chinese 
creature, I hear. 

31: Coming for the 
painter to face opposi- 
tion. 

32: Like value of uni- 
form. 

33: Put down the sales- 
man, the engineer 
and the Nazi. 

34: Car feature to rub out. 

35: Subject, for example 
in perjury. 

36: With it in golf stroke 
— makes one flush! 

37: Baby bird — almost 
fashionable. 

38: Baby animal — 
always in service. 

39: Treads unsteadily — 
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Here is a guide to the sym- 
bols used to Illustrate the 
game reviews. 




Eecaans Star Guide 



Black Jiole — 



White Dwarf 
Bright Star - 

Red Giant — 
Nova — 








Supernova — 



O 



Nebula — 







This should be avoided at all costs 
as anything that gets too close to it 
is immediately sucked into the 
vacuum. A game given this 
description is totally void of any 
interesting features. 
This is a small dying star that is 
now far from it's best. Any similar 
games may lack lasting appeal. 
Like your sun, games given this 
description will be bright and in- 
teresting and will support intelli- 
Sent life. 
Tighter than a bright star such a 
game will have an outstanding 
feature or game system. 
If you see a game with a Nova 
rating you should immediately 
push out and buy it. Novas are 
bright and spectacular and can in- 
fluence neighbouring planets. 
This is the ultimate in stellar 
systems for this incredible explo- 
sion of a star can effect entire 
galaxies. If a supernova game 
runs on a computer that you don't 
have then buy the machine and 
then buy the game! 
Although at first nebulae look 
bright and interesting they are in 
fact constructed totally from hot 
gasses. Beware of any game carry- 
ing this symbol as you will pro- 
bably find it disappointing. 



Planet ratings Game symbols. 



Planet ratings are marks 
out of five for specific areas 
of a game. These include 
Originality, graphics, use 
of machine and value for 
money. 

Originality — How 
original is the game? Is it a 
completely new idea or is it 
the 83rd version of Pao- 
man 

Graphics — Do the 
Graphics amaze your 
friends or send them to 
sleep. 

Use of machine — does 
the game push the 
machines hardware to the 
limits or was it written in 
three lines of Basic. 

Value for money — Is it 
daylight robbery or a steal? 



These symbols indicate 
which category the game 
belongs in. It is however 
possible for a game to be in 
more than one group in 
which case more than one 
symbol will appear by the 
review. 

Adventure 
Action 
Simulation 
Strategy 

Sports 
Wargame. 

Number of p ayersi| n 
minimum/ maximum ]/ 




Joysticks 
required/ optional. 



n 





Title: 


Beach-Head II 


Computer: 


Commodore 64 


Supplier: 


US Gold 


Price: 


£9.95 






»<ji£ 



Beach-head II like its 
predecessors, Raid Over 
Moscow and of course 
Beach -head, is a multi- 
screen, arcade, wargame 
but this time for one or two 
players. 

In the first stage you 
must parachute your men 
into the battle from your 
helicopters. Unfortunately 
the Dictator, known as the 
Dragon to his friends, has a 
rather large machine gun 
with which he attempts to 
gun you down. 

Those that land unscath- 
ed behind the first wall 
have to advance to the se- 
cond. Any caught in the 
Dragon's sights will be cut 
down and will probably yell 
■Tin hit", "Medic" or just 
"AAARGH" as they bite the 
dust. 

Any men that have sur- 
vived the carnage so far are 
volunteered to attack the 

Kn itself. Some are really 
)ky and are sent quite 
literally over the wall to act 
as decoys (which really 
means dead ducks) while 
another heads for the gun. 

You can if you like 
throw a grenade at the gun 
but since you have to stand 
right in front of it to throw 
the grenade this tactic is 
strictly for those without 
long term plans. Besides, 
even if you destroy the gun 
it is soon replaced by 
another — you have to cap- 
ture it by sneaking so- 
meone right past its gun 
barrel. Should you manage 
to seize the gun you pro- 
gress onto the next stage. 

Here the tables are turn- 
ed as you see the Dragon's 
macinegun against his own 
men as they try and kill the 
prisoners you are trying to 
rescue* 

One by one the prisoners 
must cross a courtyard 
where the dragon literally 
throws everything he's got 
at you. To protect the 
prisoners you will have to 
shoot men off the top of a 
wall (who drop rocks on 
their heads), destroy tanks 
that will run over them, 
trucks with machine- 
gunners to shoot them 
down and men who appear 



through trapdoors that lay 
mines in their path. 

Those that you save you 
must ferry out by heli- 
copter in the next stage of 
the game. 

This is a Zaxxon style of 
game where you must fly 
under bridges and along 
roads while avoiding the 
fire from the gun emplace- 
ments, tanks and mines of 
the Dragons defences. You 
are allowed a total of six 
helicopters to carry the 
hostages which gives you a 
fighting chance to get at 
least some through to get a 
decent score. 

The final level Is a man 
to man battle between the 
Dragon and Commander 
Stryker (the young, 
dynamic, all American, 
leader of the allies) across 
an underground river. 

Here the action involves 
throwing pointed sticks at 
each other until one takes 
the plunge. Nine such con- 
tests are fought before a 
winner (albeit a wet one) is 
found. 

This level is best ignored 
as it seems totally uncon- 
nected with the other three. 

Beach-head II's 

strongest feature is its two 
player option which 
transforms the game from 
being yet another "Raid 
over Beach-head" to a 
challenging contest. 

In places the games 
graphics are crude par- 
ticularly in the courtyard 
but this is balanced by the 
excellent animation of the 
allied soldiers in the initial 
assault. My particular 
favourite is as they climb 
over the wall. The graphics 
are accompanied by gunfire 
and explosions and a selec- 
tion of screams and yells 
which some may find dis- 
tasteful. 

The final screen is un- 
doubtably padding but 
even ignoring this there is 
so much packed into the 
game that I oan't fault Its 



value for money. 

PLANET RATINGS 

'Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Rarely do you oome upon a 
game that has such quality 
as Sky Pox. The game takes 
up about 60K of code on a 
disk although a tape ver- 
sion Is planned, and takes a 
vast amount of time to load 
— up to 5 minutes on disk 
The game Is based 
around baddies (it Is not 
made clear whether they 
are terrestrial or alien) at- 
tacking your base and 
various installations of 
yours. The enemy attacks 
at low level with mother- 
ships — which look like 
huge flying saucers — and 
waves of ground tanks. The 
mothershlps launch the 
tanks so it is good tactics to 
wipe out all the mother- 
ships first and then take on 
the tanks. 

What you take on the 
baddies with is your 
Skyfox fighter plane. This 
seems to be able to do 
everything from hover- 
ing to 3000 mph full flight. 
The screen (cockpit) display 
is excellent with in- 
struments up and the 3D ef- 
fect control section with in- 
struments and dials 
everywhere. The main 
radar display sits in the 
middle at the front and this 
is what you consult most 
regularly. There are two op- 
tions available with this.A 
sort of forward view with a 
sight which helps with 
height estimation. However 
the default setting of a 
bird's eye view is the best 
as it allows you to see 
whoever is behind you. 

Whilst your base is still 
active you can call upon the 
base computer to supply 
you with help and status 
information, also a map of 
the oombat area with all of 
your foes colour coded. 

The computer display 
swings out a la Macintosh 
style and is a good effect, 
you use this screen to 
navigate by using the 
autopilot. The autopilot will 
get you to a specified area 
or to the nearest enemy at 
top (3000 mph) speed, The 
problem is that at this 
speed you tend to overshoot 



due to the time spent slow- 
ing down. 

Once an enemy is looated 
you can use one of your 
three weapons, the lasers 
for genera] use and knock- 
ing down the tanks, the 
radar guided missiles for 
the mothershlps and the 
fighters, and the heat 
speakers for the fighters. 
The guns will knock out 
anything, but they take 
some time to use on the 
mothershlps due to their 
armour. Missiles are 
limited to five of each type, 
and tend to be inaccurate, 
you have to aim them very 
close to the target to be sure 
of hitting it first time, if it 
misses it will just circle 
around until It hits. 

You can land on your 
base to refuel and rearm — 
if it still exists! 

Climbing up to the cloud 
layer makes the screen go 
blank (clouds of course) 
and the machine lock up. It 
then takes a couple of 



minute to fly through the 
cloud layer, actually it is 
accessing the disk for the 
other aspect of the game — 
air to air combat. This can 
be very exciting and is not 
for the novice, also make 
sure you are fully repaired 
as the bad guys seem to 
have their total air 
superiority and huge 
numbers of them try to 
zonk you. With enough 
vigilance and determina- 
tion (and practice) you can 
do it though. The best plan 
is to take out the mother- 
ships with lasers, then you 
can conserve the missiles 
for later use. 

The options of the game 
are vast. There are the 
usual difficulty settings for 
the game, and a large 
number of scenarios from 
training missions to 'large 
scale invasion' — not very 
nice at all, to the in- 
teresting patterns of 'the 
wall", 'alamo', and 'cor- 
nered'! 



Overall this is one of the 
best Commodore 64 games 
out. I hope they manage to 
get it onto tape or a lot of 
people will be very disap- 
pointed — or Commodore 
disk drives will increase in 
sales! Brilliant is all that I 
can say. 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Supernova 
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Originally released only a 
year ago in America by 
Synapse Software Com- 
pany, It Is perhaps some in- 
dication of the regard in 
which this program was 
held when less than twelve 
months later British Atari 
and C64 owners are afford- 
ed the opportunity of enjoy- 
ing it also. This 'Blue Max' 
of the twenty first century, 
whilst holding faith with 
the original of the same 
name, Is closer to 'Zaxxon' 
in game play — and that in 
itself is almost recommen- 
dation enough. 

In the program you are 
Max Chatsworth IX follow- 
ing in the footsteps of your 
illustrious ancestor. The 
evil Furxx empire have 
established a base on one of 
earth's colonies and are 
threatening to spread 
throughout the galaxy with 
the ultimate aim of captur- 
ing earth itself — needless 
to say what your role is to 
be! Supplied with an ad- 
vanced hovercraft (which 
looks surprisingly like an 
anaemic 'Tug' biscuit) arm- 
ed with annihilator bombs 
and a gravonic penetrator 
(laser) your mission begins. 
Flying over enemy hover- 
fields having penetrated 
thier outer derenses the ac- 
tion continues until finally, 
should dexterity and good 
fortune favour, you destroy 
the symbol upon which the 
Furxx empire is based. 

All the action occurs 
within one screen width 
and the screen scrolling, 
which is very smooth in- 
deed, moves diagonally 
downwards. With speed 
and omni- directional con- 
trol your hovercraft begins 
its attack run swooping 
down upon radar installa- 
tions, transport, bridges 
and encampments bombing 
and strafing as you go. 
With a shadow beneath 
your craft and the cralered 
landscape all around the 
picture is superbly drawn 
with very high resolution 
graphics. Sustaining hits 
from ground and air based 
forces is reflected through 
colour codings both within 
your craft and along the 
status bar which occupies 
the lowest few inches of 




screen display; these will 
leave you in no doubt of the 
wisdom in the strategic 
placement of rebel supply 
dumps at which you can 
land and replenish as re- 
quired. 

The two most outstan- 
ding features in this pro- 
gram are the Imaginative 
graphics and the thought 
which has obviously been 
given to technical detail, 
both of which give rise to a 
realism which could see a 
cult following develop in a 
very short time. The 
graphics will most ade- 
quately speak for them- 
selves and the tech- 
nicalities, such as specific 
strafing height, fuel leaks, 
damaged bomb gear and 
reduced manoeuvrability 
when damaged to mention 
but a few, will cause even 
the most hardened Zaxxon 
disciple to sit up and take 
notice. 

Everything from the 
selection from the multi op- 
tion display to the total con- 
trol of your craft is with the 
joystick, the only excep- 
tions being to commence 
battle and the very useful 
freeze option. A good 
joystick is definitely recom- 
mended as not only vertical 
and horizontal movements, 
but diagonal as well, across 
the scrolling playing arena 
are required; therefore the 
more ably the joystick can 
differentiate between them 
the more successful you 
will be. Another must has 
to be that of a colour TV or 
monitor, so much Informa- 
tion is given through the 
use of colour that, although 
a black and white set may 
not prove to make your 
task impossible, it will cer- 
tainly place the odds even 
more with your already 
capable adversary. 

A word or two of advice 
when starting may be 
useful, as the one life allot- 
ted to you may be otherwise 
quite brief; select to 'land' 
on the 'Terrain Sequencer' 
rather than 'bomb' it as 
dive bombing is quite a 
skillful art and the en- 
couragement given by en- 
countering a seascape ter- 
rain as opposed to a land 
based one may well serve to 
revitalise aching brain and 
muscle. The yellow aerial 
alien will become your 
most hated and frustrating 
opponent so destroy him 
whenever you can, plus he 
carries a high score with 

him. 

It's unfortunate that the 
customary high-score table 
is missing and that the pro- 
gram is quite difficult even 
in the early stages but at 
least you leave with & 



posthumous grading accor- 
ding to your success . . .I'm 
sure that someone can beat 
my 2,300 pts. Space Cadet 
Class III (deoeased). 

This is one of the all too 
few occasions when innova- 
tion both technical and 
especially graphical cannot 
be adequately described in 
a few words on paper so I 
hope it Is sufficient to con- 
clude by saying that Blue 
Max 2001 by Rob Polin 
would be a very valuable 



acquisition for even the 
most discerning games 
player. AP 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 
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Title: 

Computer: 

Supplier: 

Price: 



Bfi 



Thing on a Spring is in 
some ways similar to a lad- 
ders and platforms game in 
as much as there is only 
one correct way around the 
game. However the stunn- 
ing originality of the game 
and the marvellous 
graphics more than make 
up for the old style of game- 
play. 

Your little springy thing 
must bounce around con- 
nected multiple screens. 
The main problem is to 
keep up your oil supply. If 
this runs down you will 
die. Oil is used upon colli- 
sion with any of the sur- 
rounding attacking objects, 
they don't really attack, 
they just wander around in 
set, and sometimes not so 
set, patterns. These objeots 
have constantly changing 
appearances. On entering a 
room you may at first be 
acosted by a rampant Pac- 
Man. but another entry 
may result in a roaming 
pussy cat! 

En route you can find 
extra oil cans that will 
replenish your rapidly 
diminishing supply. There 



Thing on a Spring 
Commodore 64 
Gremlin Graphics 
£8.95 



are also objects that will 
help you finish certain 
screens, like a device to 
make the escalators work, 
another thing that bounces 
you around the screen, etc. 
You will also find pieces of 
the object needed for the 
final showdown with the 
bad guy. I never got 
anywhere near that far, the 
first four screens were 
enough for me I 

The graphical effects are 
superb, as I have already 
mentioned, with Gremlin 
Graphics' usual style of 
presentation throughout. 
The sound is also of a high 
quality with some good 
original music playing 
throughout the game. 

The problem with this 
game Is that it just defies 
description. So all I can say 
is that I think that It is very 
good, but have a look at it If 
you are going to buy it. But 
that can t be a bad thing. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 
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Title: 

Computer: 
Supplier: 
Price: 



Juggernaut 
Spectrum 
CRL 
17.95 




If you're tired of the usual 
run of the mull type of 
flight simulators you 
should take a look at Jack 
Knife as its the first ever 
Juggernaut simulation. 

In it you play a lorry 
driver employed by 
Grotweed and Grumble to 
deliver or collect tons of 
coal, oil, fruit and veg and 
timber. The actual amount 
of goods you need varies 
from game to game, as does 
the map of the town. 

However before you 
start your deliveries you 
will need some driving 
practice. This Is selected 
From a menu of icons which 
also allow you to change 
the size of your lorry, load 
and unload your container 
or quit the game. 

In practice mode you 
choose to improve your 
skill on the open road or 
roundabouts and cross- 
roads and most important- 
ly practice parking in a 
loading bay. 

Once you're an ace 
trucker you can start the 
game. You oontrol your 
lorry either by joystick or 
user-defined keyboard. 
Whichever you choose up 




and down control your 
speed, left and right turn 
your steering wheel and 
fire changed gears (1st, 2nd 
and reverse). These con- 
trols are displayed on the 
top part of the screen. Also 
displayed is your current 
fuel level, damage sustain- 
ed and time of day. To the 
left of the control panel is a 
list of the goods you have to 
collect and below the part 
of the map that you are cur- 
rently in. 

Damage Is caused by 
driving over pavements. 



buildings roundabouts and 
so on and must be paid for, 
out of your score, at the end 
of the game. You score 
points for everything you 
successfully deliver and a 
bonus can be earned if you 
complete your journeys 
within the time limit. 

All this makes the choice 
of lorry size crucial to your 
success in the game. Begin- 



ners will naturally select 
the smallest 24ft lorry 
since it Is the easiest to con- 
trol. However this can only 
carry 6 tons of goods at a 
time. The biggest lorry Is 
almost twice as long but 
can carry IB tons at once 
meaning that you will have 
less Journeys to make. 

One final tip for budding 
truckers, watch your speed 
as any speeding fines are 
also deducted from your 
score. tw 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Red Giant 
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Title: 

Computer: 
Supplier: 
Price: 




Anirog's first flight 
simulator was Flight Path 
737 and it now shows its 
age against this their latest 
offering. 

Vertical take off and lan- 
ding (VTOL) aircraft have 
always fascinated me and 
this simulator gives me a 
chance to get a taste of fly- 
ing the real thing. As far as 
is feasible this Is a true im- 
itation of the Harrier, and 
so it should be because the 
programmer used to fly 
one. 

The simulation starts on 
the deck of an aircraft car- 
rier (near the Falklands?) 
and the idea is to take off, 
engage enemy planes and 
then return to refuel before 
going out on another sortie. 
Not as easy as it sounds. 

Taking off is far easier 
than in Flight Path and 
simply by following a few 
simple rules success is 



Jump Jet 
Commodore 64 
Anirog 
47.95 



guaranteed. The problems 
start when you wish to 
land. The instruction 
manual strongly recom- 
mends that you practice 
landing before going on to 
engage the enemy and I'll 
drink to that (she'll drink 
to anything — Ed). 

Landing involves dropp- 
ing around 50 feet when 
the screen display changes 
from a forward view 
through the cockpit win- 
dow to a split screen view of 
the VTOL and the carrier. 
One gives the view from the 
side and the other gives a 
view from in front. With 
the landing platform 
highlighted in both views, 
the skillful pilot can ac- 
curately position the jet 
above the platform and 
land (anyone know where I 
can find a skillful pilot?). 

Having mastered the 
gentle art of landing, you 
are ready to try a maiden 
flight. The highly instruc- 
tive manual gives the 
technical details of how a 
VTOL repositions its 



engines to fly forwards and 
backwards and the simul- 
ator gives you a chance to 
put the theory into prac- 
tice. 

The control panel 
display has a very useful 
radar screen alongside the 
usual fuel and speed con- 
trols. A special attitude 
display shows the orienta- 
tion of the planes engines. 

The radar shows the 
position of the carrier as 
long as it is in range and 
then logs the position 
where it was last seen as a 

iuide to relocating it later, 
nemy aircraft are also 
shown on the radar until 
visual contact is made. At 
this point engagement is 
unavoidable and a dogfight 
results, As well as trying to 
blast the enemy with your 
missiles you have to keep a 
weather eye out for 
altitude, speed and fuel 
level and if that's not 
enough, the enemy shoots 
back I 

The graphic displays are 
superb and the little bit of 
voice synthesis adds a bit of 
realism to the simulation. 
When the lowest level has 
been mastered, the higher 
levels can be attempted 
with ever increasing 



crosswinds and rougher 
seas which make landing 
even more of a nightmare 
than usual. Penalty signals 
are sounded for errors in 
flight and too many 
penalties results in a duck- 
ing. Of course the higher 
the level (denoted by rank), 
the fewer the errors which 
will be tolerated. 

A worthy addition to the 
growing ranks of flight/ 
combat simulators. JG 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 
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Computer: 
Supplier: 
Price: 



Knockout 
G64, Spectrum 
Alligata 
£7.95 
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Boxing is the sport of the 
moment. This is probably 
partly due to the success of 
a certain Irishman called 
McGuighan. The conse- 
quence of this, is that we 
are about to be swamped in 
boxing games as we were 



decathlon games laBt year. 
Knockout is not only one 
of the first, it also sets a 
high standard that the 
others will have to fight to 

match. 

The game centres 
around the boxing career of 
the Italian Stallion, he of 
the "joystick shuffle" 
fame. In the game you con- 



trol the movement and pun- 
ches of the Stallion as he 
punches his way through 
preliminary opponents 
before a crack at the cham- 
pion, Bald Bully. 

The two versions are 
essentially the same in the 
control of the boxer but 
totally different to play. 

The 64 version, where a 
joystick is essential, is 
essentially a two player 
game with a practice mode 
against some rather easy 
computer opponents. 
Substitute the computer for 
a human opponent and 
you've definitely got a fight 
on your hands. 



The Speotrum version 
provides a tougher com- 
puter opponent which is 
fortunate as their isn't a 2 
player option. This was 
probably omitted for health 
reasons since two players 
battling for the keys would 
make the fight on screen 
look like tea with the vicar. 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 





Title: 


Sword Of Destiny 


Computer: 


C16 


Supplier: 


Gremlin Graphics 


Price: 


£6.95 
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Kelok — a master warrior 
of the eastern region, has 
been killed in battle by Xor- 
phas. an evil Warlock. Not 
content with killing Kelok, 
Xorphas has stolen his 
heart leaving Keloks soul to 
wander forever, doomed to 
the torment of death with 
no peace. So begins Sword 
of Destiny, a sort of Arcven- 
ture Involving mighty war- 
riors and black magic. 

The aim of the game is. 
of course, to find your 
heart thus enabling you to 
rest in peace. This is done 
by collecting 'flashing' ob- 
jects that appear through- 
out the maze. As each ob- 
ject is collected a new sec- 
tion of the Abyss of Death 



opens up. Opposing you are 
an assortment of nasties 
such as huge skulls, 
ghosts, bats and some 
strange Genie like things. 
These get in your way and 
can be killed to gain power. 
The nasties are killed with 
the Sword of Destiny that 
has the ability to shoot 
psychic dog biscuits at 
them! Also to be looked out 
for are the hot air flues 
(holes in the ground) that 
enhance your jumping 
ability and enable you to 
reach levels previously 
unattainable. 

Graphics on this are 
rather good and consist of 
large sprite like characters 
that move smoothly around 
the screen. Sound Is used 
but isn't stunning but I 
have to hear a C16 game use 
sound well! 

Altogether a reasonable 
game from Gremlin who 
seem to be making all the 
running in the C16 market. 

JQD 
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Boulderdash 
MSX 
Orpheus 
£6.95 
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Boulderdash is one of those 
games that appears in some 
form or other on most 
popular computers, and 
now Its the turn of the MSX 
machine. 

The basic idea of the 
game is to burrow through 
several 'caves' collecting 
Jewels and avoiding falling 
boulders hence the name. 

The hero of the action is 
called Rockford and a cute 
little fellow he is, blinking 
away as he dashes along 
through the caves. The 
graphics are chuncky in 
the Japanese style giving 
the game a less 
sophisticated appearance 
than is possible on MSX. 
but the game itself is so en- 
joyable that I'll overlook 
mypersonal preferences. 

There are 16 caves to ex- 
plore and they are divided 
into four groups of four, 
separated by bonus screens 
in which extra lives may be 
gained. Each cave is sec* 
tioned off by walls to form a 
maze around which the 
diamonds and boulders are 
strewn liberally. As 
Rockford tunnels through 
the cave he can pass under 
the boulders which crash 
down behind him. If he's 
not careful the removal of 
one boulder can result in a 
rockfall and quick reac- 
tions are required to avoid 
being crashed. 

As the boulders fall they 
can trap Rockford and 
make it impossible to 
escape in which case the 
suicide button is all that is 
left. It requires thought, 
and planning to avoid this 
problem which adds a cer- 
tain cerebral appeal to the 
game. 

When enough diamonds 
have been collected, a flash 



and a crash denotes that 
somewhere the magic door 
to the next level has ap- 
peared and with a quick 
check of the remaining air 
supply you must decide 
whether to go through to 
the next level, or be greedy 
and grab more diamonds. 

On the higher levels two 
deadly enemie of Rockford 
put in an appearance: the 
firefly and the butterfly . 
Contact with these beasts 
mean instant death to our 
hero who must crush them 
as soon as possible by try- 
ing to cause a boulder to 
fail as they pass 
underneath, not an easy 
task, 

The third troglodytlc 
creature is the amoeba who 
lust grows and grows until 
he turns into an almost im- 
penetrable wall of boulders 
if left alone. However, if he 
can be contained by 
boulders or if he is touched 
by the firefly or the butterf- 
ly, he explodes into a 
shower of diamonds. Con- 
tact with the amoeba 
doesn't affect Rockford at 
all but means instant death 
to the other two cave 
dwellers. 

The final screens in- 
troduce the enchanted wall 
and closed box which har- 
bour yet more diamonds 
but I'll leave it to you to 
find out how to get them. 

Despite the chunky 
graphics I found Boulder- 
dash to be highly addictive 
and extremely challenging, 
a worthy addition to any 
MSX collection, 

JO 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Red Giant 









••• 
•«• 

000 
0000 





COMPUTER GAMER AUGUST 1986 







Title: 
Computer: 
Supplier: 
Price: 



S3 EW • i 



As the game opens you are 
onboard an alien ship and 
are., the last hope for 
mankind. 

You have just stolen the 
ship from the Oceania 
Museum of Technology on 
Earth, which is under the 
control of the Sentinels {as 
is the rest of the galaxy). 
The Sentinels were actually 
built by man in the great 
space age of the Nu-Earth 
colonies to defend the 
galaxy. However man soon 
became so dependent on 
them that civilisation 
crumbled. 

Since then the Sentinels 
have acquired a taste for 
power and aren't about to 
let a low-life human 
destroy their thirty in- 
stallation planets on one off 
their own ships. 

The screen display 
shows the ships icon driven 
oontrols which you can 
now at least understand as 
you've converted the ships 
computers to English. 
Their exact use is yet to be 
discovered . 

At your disposal you 
have two computers (one of 
which a library computer), 
a status report showing the 
strength of the ships 
shields and your hit/miss 
ratio in graph form, a 
hyperspace drive, com- 
munications channel for 
hints and messages, a 
galactic map of the galaxies 
300 planets and the ability 
to launch up to 5 attack 
shuttles. 

Your task in the game is 
to find the 30 Sentinel 
planets and destroy their 
installations. Unfortunate- 
ly you will have to visit 
most of the galaxies 300 
planets before you find 
them. 

To explore a planet you 
despatch a shuttle to its 



Xcel 

Spectrum 

Program Techniques 

£7.95 



surface where you must 
guide it through the planets 
defences. These include a 
series of landscapes to be 
navigated and alien raids to 
be beaten back, 

At first the aliens send 
evil tri-syncs who weave 
circular patterns before 
launching suicide attacks. 
These with practice can be 
beaten by picking off the 
end of the circle but be wat- 
chful for reinforcements as 
they can fly over you, cat- 
ching you off guard. 

As you progress further 
into the systems you will 
face the bit fighters, 
Microbs and the dreaded 
Irata's. 

Unfortunately, all your 
fighting could be in vain, as 
chances are you will find 
nothing on the planet. But 
at least there's only 299 
planets to go. 

Luckily the game has a 
load and save option which 
you should make use of to 
explore planets, that you 
can mark off mentally. 
Since if you lose some shut- 
tles you can always re-load 
the game, at a previously 
saved stage to recoup your 
losses. This may be con- 
sidered cheating by some 
but in my mind its merely 
redressing the balance. 

Program Techniques 
have previously worked as 
a programming house for 
other companies and have 
Just completed the Spec- 
trum version of Pole Posi- 
tion. Xcel is their first game 
under their own name 
which will be available 
soon and in my opinion it is 
Xcel-lent. XH 



Title: 

Computer: 
Supplier: 
Price: 



Jet Set Willy II 

C64 

Software Project 

£8.98 
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Willy the Miner is at it 
a£ain! Having made his for- 
tune underground in Manic 
Miner, he hought a man- 
sion and threw a party. The 
moss afterwards was terri- 
ble and his wife, Maria, 
refused to let him go to bed 
until the house was tidied 
up. 

This was the scenario for 
the first Jet Set Willy whioh 
was demonically difficult 
and probably accounts for 
the reason why Willy found 
himself in hospital, nurs- 
ing plans for home im- 
provements. 

To this end he employed 
a team of little green men to 
extend and improve the 
residence and Willy n takes 
up the saga on the day of 
his homecoming. 

Presumably this cover 
story has been Invented by 
Software Projects to excuse 
the release of this 'new' 
game which Is, in fact, the 
same old Jet Set story with 
extra locations. The main 
change is the reduction of 
the difficulty level from Im- 
possible to extremely hard. 
The idea of the game is to 
direct Willy around the 
rooms of the house collec- 
ting all the rubbish from 
the various platforms, 
avoiding the staggering ar- 
ray of beasts who are out to 
get you. With over 100 
rooms to visit, and each 
room requiring a different 



strategy, it should take 

several weeks to complete 

your task. 

On reaching the roof 
area, there is a certain 

resemblance to another 
game involving a deformed 
French campanologist, but 
perseverance brings you to 
the rocket room and the 
game literally takes off. 

The destination is an or- 
biting spacecraft which, 
when mapped, forms a 
shape not unlike the USS 
Enterprise. Mapping is 
relatively easy because the 
mansion forms a fixed grid, 
with a couple of areas 
which do not fit the grid. 

One of these areas is the 
sewer which can be escaped 
from but another area, 
reached by trying to vault 
the lavatory in the first 
room, leads deeper and 
deeper underground and 
appears to be inescapable. 
It's worth seeing once and 
then avoiding like the 
plague. This will not 
guarantee safety though 
because there are several 
other fatal zones. 

Jet Set Willy LT is a vast 
improvement on its 
predecessor and a worthy 
successor to Manic Miner. 

JG 
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The Way Of The Exploding 

Fist 

C64, (also Spectrum, Amstrad) 

Melbourne House 

£9.95 




Some games players get rid 
of their pent up aggression 
by blasting endless 
numbers of aliens to bits. 
Now, courtesy of 
Melbourne House, I can 
assure you that a well plac- 
ed flying kick to your op- 
ponent's head works Just 
as well! 

Exploding Fist is a 
karate game Tor one or two 
players. Although joystick 
is optional, I would suggest 
that you won't get very far 
without one in this fast and 
very furious game. There 
are eighteen movements to 
be mastered which oould 
lead to your fingers getting 
themselves into some 
dreadful knots. 

The first thing that you 
notice as you watch the 
demo mode is the brilliant 
animation of the characters 
(over 700 sprites were 
used!). They punch, kick 
and fall over most 
realistically and there are 
nice little touches such as 
the players adjusting their 
clothes after a bout. These 
are far and away the best 
graphics I have seen to date 
on the 64. 

You have three different 
punches and eight different 
kicks at your disposal 
together with seven move- 
ment options. Control of 
these is dependant on 
joystick position and 
whether or not the fire but- 
ton is pressed. For exam- 
ple, moving the joystick up 
makes the player jump, but 
If the fire button is pressed, 
you will attempt, a flying 
kick instead. For ease of 
memory, all kicks involve 

fressing the fire button, 
he joystick position given 
in the instructions apply 
only if your character is 
facing to the right. If you 
face to the left, all the posi- 
tions are mirrored. It took 
me ages to realise this, 
which I suppose serves me 
right for not reading the in- 
structions properly in the 
first place. If all this 
sounds complicated, it 
isn't. The game is very easy 
to play straight away. Just 
by moving the joystick 
around more or less at ran- 
dom you will stUl find 





yourself landing some 
splendid blows on your op- 
ponent even if occasionally 
you find yourseld somer- 
saulting out of the way 
when the other player is at 
your mercy. 

In the two player ver- 
sion, you have four thirty 
second bouts in which to 
score more than your oppo- 
nent. Points are awarded 
for the difficulty of the 
move and also how well it is 
executed. A perfectly ex- 
ecuted move will score dou- 
ble the points given for one 
that was less than perfect. 
Thus a roundhouse kick 
would score 1000/500 
whilst a sweeping kick 
would score only 200/100 
points. In the one player 
version, you have to score 
two points before the com- 
puter does (one point for a 
perfect move, half other- 
wise). You keep on playing, 
moving up through the 
ratings until you lose, at 
which point the game is 
automatically over. 

The sound Is a curious 
mixture of good and bad. 
There is a pleasant oriental 
tune going on in the 
background and the 
"thwack" so your fist or 
foot makes contact with the 
other player's body Is ex- 
cellent, but the screams 
and shouts of the players 
just comes out like a hiss- 
ing noise. 

At the time of writing, I 
have just lost solidly for an 
hour and a half to my wife. 
She is jumping up and 
down in her chair whilst I 
sink ever lower. It is that 
sort of game, I love it Just 
slightly more than I hate 
losing at it. GH 
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This game is very 'Boulder 
Dashy' In that you have to 
run around caverns, collec- 
ting gems, and using or 
abusing the surrounding 
boulders as you see fit. 

This is also one of thoses 
'win £&£££* games. In this 
case the completer of the 
game gets a modest £100. 
Not so much that every- 
body goes absolutely crazy 
about it, but It is an added 
bonus and incentive for 
finishing the game. 

Each of the 12 levels has 
a password associated with 
it, and the inlay card has a 
special area thoughtfully 
reserved for writing them 
down for further use. This 
means that you can go 
direct to the screen that 
you are currently working 
on without all the preamble 
of going through the levels 
that you know that you can 
already do. All the 
passwords are based on 
reptiles, but ethics prevent 
me from revealing what 
some of them are. 

The screens are fien- 
dishly laid out with a lot of 
problems that you have to 
work out to get at the 
diamonds. 

Also in later levels you 
get lizard eggs. These can 
also drop on your head, but 
the real problem comes 
when you break an egg and 
a lizard emerges to chase 
you around the caves. A note 



Bepton 

BBC /Electron 

Superior Software 

19.95 



in the inlay tells you that 
all the screens are solvable 
without losing a life. This I 
would find hard to believe, 
but I've got to take their 
word for it. 

There is a help screen 
that gives you status infor- 
mation and your time re- 
maining (yes, on top of 
everything you also have a 
time limit!), it can also 
show you a map of the 
caves, which comes in very 
useful at times, though this 
option is not available at 
the higher levels. 

Music also plays, and 
the start up music is a very 
good renditionlng of a 
popular tune. Why can't 
BBC programming houses 
put volume controls into 
their software, It would 
only take a few bytes and 
would solve a lot of pro- 
blems (like reviewing a 
game at 2am!) 

On later levels there is 
also keys and safes, but I 
didn't get that far and can't 
comment on it, but I hate to 
think about the complexity 
of those levels , . . 

In all, a very good game 
— not a great game — but 
one worthy of being played, 
and providing some real 
brain teasers. MB 
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Anyone who has been 
caught by the trivia bug 
will know that it is very dif- 
ficult to cure the addition. 
So it was that I was really 
looking forward to review- 
ing Monster Trivia, the 
latest offering from US 
Gold/Cosmi. Unfortunate- 
ly, I was very disappointed. 
For anyone who has 
been asleep for the last year 
op so, trivia is nothing more 
than insatiable desire to 
prove to your friends that 
you know more totally 
useless bits of information 
than they do. This normal- 
ly takes the form of a ques- 
tion and answer session 
with some sort of scoring 
system. 



You are invited to take 
place in a mad Professor's 
cellar and asked to answer 
questions and so keep the 
trivia monster at bay. The 
person with the lowest 
soore at the end of the game 
gets eaten by the monster 
and so on. 

There are over S000 
questions to be answered in 
sixteen series so people us- 
ing a cassette have to do a 
lot of fiddling with the tape 
counter. You will not 
however be able to answer a 
lot of the questions. Not 
because you are stupid 
though, but because the 
questions are American! It 
is essential that trivia ques- 
tions are geared to the 
country where they are go- 
ing to be answered. Whilst I 
have a chance of knowing 
who won the FA Cup in 
1963 or who the stars of 
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Lazy Jones is a hotel 
worker given to shirking 
and he has a passion for ar- 
cade games. In fact he 
would much rather spend 
his time on an arcade 
machine than doing his 
cleaning Job. 

The hotel has three 
floors and each is paraded 
by a hotel manager, the 
ghost of a previous 
manager or Jones' free 
running cleaning trolley. 
All three are out to get 
Jones and his only line of 
defence is his ability to 
Jump unless he can duck 
into the lift or a hotel room. 

There are six rooms on 
each floor and an arcade 
game waits in all but three: 
the bedroom cupboard, 
bedroom and toilet. 

On entering a room with 
a game, Jones strolls boldly 
over takes up his joystick 
and the screen springs to 
life with one of a wide range 
of simple games (I mean 
simple In concept, not 
necessarily simple to play). 
The games range from in- 
vader, defender and 
dodgem types to more 
esoteric games like wafers 
and one where the aim is to 
get a drink In a bar. The 



Lazy Jones 

Einstein 

Terminal 

£11.95 



drinking session is the 
most amusing because you 
have to cope with 
drunken customer who 
staggers up and down the 
bar, pushing you along 
with him if you get in the 
way. 

When all the rooms have 
been entered another 
round begins in which 
everything goes faster, un- 
til the non-arcade rooms 
become essential. You can 
enter these rooms as often 
as you wish but the arcade 
rooms can only be used 
once per round. 

One irritating feature I 
found was the fact that oc- 
casionally when Jones is 
resurrected after a fall, he 
reappears directly in front 
of the cleaning trolley 
without the chance to 
Jump, Another life expend- 
ed unnecessarily. 

The music is varied and 
well done with Lazy Bones 
being the principal tune 
but you can turn It off if 
you find it irritating. 

JG 
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Crossroads are, I and fellow 
Britons will not know who 
was the star pitcher in the 
1963 baseball world series 
or questions about TV 
series which have never 
been seen over here! 

Another problem occurs 
when typing in your 
answers, as the computer is 
very fussy, and inconsis- 
tent. Tale of Two Cities was 
given as wrong, the correct 
answer being A Tale of Two 
Cities. When I answered 
one question correctly with 
Mozart — just the surname 
— that was O.K. When I 
answered another with 
Kennedy, the computer 
replied "Wrong. The 
answer is John Kennedy". 
This sort of thing I found 
extremely irritating. 

The questions always fill 
exactly two lines on the 
soreen. Some of the wor- 
ding was so obscure that I 
was not always sure what 
question I was supposed to 
be answering. There were 
also some spelling mistakes 
present, mostly in the ques- 
tions rather than answers 
but this one had me baffled. 
What does L.C.D. stand for 
Liquid Crystal Display I 



answered. Wrong. It stands 
for Liquid Quartz Display. 
Now I know that American 
spelling is different from 
British spelling, but that is 
ridiculous. There are also 
some bugs, noticeably 
when running out of ques- 
tions in a tie-break situa- 
tion. 

The best way to assess 
the value of trivia games is 
to look at the number of 
questions per round. With 
a lot of the 2000 questions 
being unanswerable, I 
reckon thiB to be very poor 
value for money. You 
would do much better say 
to buy the Ultimate Trivia 

Suiz Game Book by Alan 
iron which has 10000 
Suestions for about £6. US 
old, who are usually so 
slick with their marketing, 
have come a cropper with 
this one. 
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This is another of 
Firebird's Silver series and 
as suoh is very ambitious. 



The idea behind the game 1b 
to guide your little creature 
(that looks like a tortoise 
standing up) around a 3D 
maze like world. As he goes 
he can collect objects and 
store them in an array 
displayed to the right of the 



game display. Whilst in this 
array the objects may be 
examined or used to solve 
puzzles or open force fields. 
Also collected are fuel sup- 
plies that have to be used 
when you are Just about to 
run out. Scattered about 
are micro chips that must 
be collected and brought 
back to the main computer 
for use once this has been 
achieved the game ends but 
the objective is to do this 
with the greatest efficiency 
possible. 
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Wizard 

Commodore 64 (disk) 

CRL 

£12.9S 



The most striking 
feature of this game is the 
graphical display. This is 
very much like the 
Ultlmate-Knightlore and 
Alien 8 display except that 
it is slightly smaller to 
allow for the game status 
display. Thus we are 
presented with a view of a 
room as seen from the top 
of the back wall. The tor- 
toise may be moved off the 
screen at the edges (objects 
permitting) and the display 
then changes to the next 

room. 

Movement is very 
smooth and is as quick as 
can be expected. As I just 
mentioned the game looks 
like the Ultimate stuff, the 
controls are the same as 
well but the game itself is 
more complex and thus 
more confusing. I am still 
unsure about this game, 
the graphics are very good 
but I didn't enjoy the game 
much due to its complexity 
and the constant need to 
look for fuel. JGD 



Players. 

Joysticks. 

Arcade 



l(min)2(max) 
l(req) l(opt) 





The professional use of 
music, spells and a screen 
construction option sets 
Wizard apart from the run 
of the mill platform games. 

Its hundred screens will 
challenge even the expert 
"miners" and even wnen 
they have been conquered 
you can design even 
tougher ones. 

Each screen contains a 
series of platforms, ropes, 
ladders, monsters and 
treasures including a lock 
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and a key. These are 
especially important as you 
must place the key in the 
lock to progress to the next 

level. 

Finding they key also 
gives you a number of 
spells that are different for 
each screen. These include 
invisibility, haste, teleport, 
freeze and fireballs. 

The use of magic is par- 
ticularly impressive as it , 
goes beyond the usual con- 
tinuous tune but instead 
adds sound effects. For ex- 
ample climbing a rope or 
ladder is accompanied by a 
musical scale which adds to 



the presentation of a very 
professional game, 

The game also has the 
added bonus of a construc- 
tion set for when you can 
master all the screens at all 
the levels, where you can 
add fires, spells, monsters, 
lifts and ropes to existing 
screens or create a new one 
completely from scratch. 

All In all, Wizard is yet 
another excellent argu- 
ment for buying a disk 
drive. TH 
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Cauldron 
Spectrum 48K 
Palace Software 
£7.95 



At last the Spectrum con- 
version of Cauldron has ap- 
peared! Actually, having 
played the '64 version and 
been unable to figure out 
what I was supposed to be 
doing, I think I prefer the 
Spectrum version. 

The task you are set is to 
gather the ingredients for a 
spell which will allow you 
to defeat the Pumpking. 
These ingrediants are all 
hidden in underground 
oaves, and in order to gain 
access in the forest and 
which allow you to enter 
the crypts and tombs 
leading to the caves. 

Plying your witch over 
the scrolling landscape is 
real fun. With her hair 
streaming behind her, the 
witch is quite a nippy 
mover as she ducks and 
dives on her broomstick, 
avoiding the bats, ghosts, 
and balls of flames thrown 
up at her. The landscape is 
quite detailed, and the 
scrolling is as smooth as 
I've seen on the Spectrum. 

My only criticism of this 
part of the game, is that 
when the witch dismounts 
to open a doorway, you 
temporarily lose control of 
her {until she iB through 
the door and onto the next 
stage of the game) but she 
can still be attacked by the 
ghosts and other nasties 
and have her magical 
energies drained. I did find 
this a bit irritating, because 
it more or less means that, 
just for a few seconds, the 
game plays itself and all 
you can do is sit and watch 
as the witch is attacked on 
her way to the crypt en- 
trance. 

Once underground, the 
game becomes a bit more 
conventional, as you go 
through a variety of 
screens in order to collect 
the ingredients you need 
for the spell. These screens 
are fairly standard plat- 
form game stuff, but 
though they are quite well 
designed, I found that 
crossing from one screen to 
the next often meant losing 
a life, as you can often 
enter a new screen only to 
find yourself falling 
through thin air. Also, the 
witch can fall through the 
edges of platforms even 
though she might not ac- 
tually be hanging over the 
edge. I did find those two 
details annoying, since I 
felt that they caused me to 
lose a lot of lives rather un- 
fairly and through no fault 
of my own. 




Even so, I have found 
myself going back to 
Cauldron over and over 
again, and I still find it 
both challenging and addic- 
tive. 

The reverse side of the 
tape included a 'free' copy 
of Spectrum Evil Dead, but 
the least said about it the 
better. CJ 
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Originality 
Graphics 
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STAR RATING 
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Title: 


Hijack 


Computer: 


Atari 


Supplier: 


English Software 


Price: 


£7.95 



▲ 
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Operation Hijack. , .latest 
bulletin , , .classified , . . 
ten V J.P. 'a amongst the 
passengers • . , Chopper to 
the rescue . , , safety in the 
rear security carriage, . . 
chopper to rescue each 
V.LP. . , , avoid gun fire , . . 
dodge cannon on hills- , . 
watch out for trees ■ . . last 
V.I. P. to pull communica- 
tion cord to stop train , . . 
take cover and await fur- 
ther help , . . 

That is the introduction 
to the game and apart from 
telling you that the fire but- 
ton lowers the rope to 
rescue the V.I.P.s. They are 
the instuctions as well. 

The train with lots of 
very important people on 
board has been hijacked. 
Your mission Is to rescue 
and lower them to the last 
carriage which is secure 
from the hijackers. 
However you have to watch 
out for trees which have 
to be flown over or else you 
crash into them. Also for 
some reason you are being 
shot at from upon high by 
cannons on the hill tops. 

The game has three 
levels and each time you 



rescue ten V .1. P. s you go up 
a level. On level two the hi* 
jackers guns peering 
through the top of the car- 
raiges start shooting as 
well. With level two its Just 
the right hand guns but 
level three its both left and 
right as well as the cannons 
and lots of trees. One useful 
tip I learnt is if you face the 
chopper towards you and 
move it by pushing the 
stick up then left or right it 
reduces the area to be shot 
at by one third. 

The game is good in as 
much as it keeps you trying 
until you finish, but after 
that I don't know, it 
depends on what you like. 
Altogether though I feel it 
could have been a bit more 
spectacular. It's definitely 
worth having a look and 
then you can make up your 
own mind, I don't believe 
that the machine has been 
used to its full capabilities 
even though the crashes 
are quite good. SP 
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Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
White Dwarf 
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Title: 


Dorks Dilemma 


Computer: 


C16 


Supplier: 


Gremlin Graphics 


Price: 


X6.9S 




fl 



When the first batch of C16 
software arrived it was 
mostly conversions of C64 
games and because of this 
limitation it was uniformly 
bad* This 'second' wave 
however is producing some 
very good games that have 
not been seen on other 
machines — Dorks Dilem- 
ma Is one such game. 

The objective Is to collect 
pieces of jigsaw puzzle 
which are contained within 
force fields about the 
'planet'. Each force field 
has a small guard attached 
to it and these must all be 
wiped out before the field 
collapses and frees the 
piece. 

Dork has one weapon 
with which to eradicate the 
guards, that is the ability to 
drop bombs. The bombs are 
fitted with short fuses so 
when a bomb has been 
dropped Dork must get 
clear rapidly .Thus the 



game becomes one of trying 
to wipe out as many guards 
as possible with one bomb. 
Once a piece has been ob- 
tained Dork can leave the 
screen via exits that are 
found on the edge of the 
screen he then ends up on a 
new screen with more 
guards and another piece to 
get! 

During the game Dork 
can edit the Jigsaw by 
pressing escape and using 
the joystick to move pieces 
around. If a piece shows 
white then it is in the cor- 
rect place, if black it's not. 

The graphics are average 
for the C16 as is the sound, 
the game itself though is 
rather original and well 
worth the investment. 

JGD 
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Title: 


Lands of Havoc 


Computer: 


Commodore 64 


Supplier: 


Microdeal 


Price: 


£6.95 







JO 



The packaging of Lands of 
Havoc includes nine colour- 
ful postcards. Their pur- 
pose becomes obvious from 
the start of the game. Each 
card depicts a different ter- 
rain; castles, village, 
garden forest etc. The open- 
ing screen of each game 
gives a layout for these 
cards which can be used as 
a map. 

In time past the good 
sorceror, the High Vanish, 
was defeated by the Dark 
Lords who unleashed a 
wide assortment of evil 
creatures upon the face of 
the earth and under its sur- 
face. Realising that defeat 
was imminent the High 



Vanish hid various magical 
artefacts to help those who 
might follow. 

As you wander around 
whatever landscape the 
computer has chosen for 
you, you must collect 
artefacts which will allow 
access to the underworld. 

Unfortunately, the relics 
are hidden in areas heavily 

Eopulated by the Dark 
ords' evil henchmen who 
must be killed because 
physical contact with them 
will result in death. 

When all the artefacts 
have been collected the wild 
wood may be entered and 
the gateway to the under- 
world will be open to you. If 
you stumble across this 
gateway before all of the 
symbols are found your 
character, a reptile called 
Sador, will freeze and all 



his lives will be forfeited. 

Entering the under- 
world means a different 
maze spread over many 
screens and totally unmap- 
ped- There are more 
artefacts to collect here 
before the full power of the 
High Vanish can be 
unleashed on the land. The 
artefacts are guarded by 
evil trolls who must be 
dodged or killed. 

At this point the game 
starts to resemble Cuthbert 
and the Tombs of Doom an 
earlier Microdeal product 
but it does hold the in- 
terest. JG 
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Title: 


Go To Hell 


Computer: 


Spectrum 48K 


Supplier: 


Triple Six 


Price: 


£6.99 



REVIEWS 




M ff 



Frankly, I'm inclined to 
think that all the publicity 
for this game — all that 
stuff about the devil, and 
the software house calling 
itself '666' — is intended to 
attract attention to a game 
that would otherwise just 
fall by the wayside, since it 
simply isn't very good. 

Underneath all the waf- 
fle about demons and pit- 
chforks, what we really 
have here is just another 
maze game in which you 
have to collect seven objects 
(crosses, in this instance). 
It seems that during an 
argument you told a friend 
to 'go to Heir, and now, in 
ofrder to save him from 
damnation, you too must 
go to hell to collect the cross 
es- needed to save him. 

There is a rather good in- 
troductory screen in which 
an animated face (bearing 
more than a passing 
resemblance to Alice 
Cooper) grins dementedly 
at you, but from here on 
it's downhill all the way. 
Once the game itself starts, 
you find yourself in 
Chuckle Egg, ie not very 
large, and with minimal 
animation consisting just 
of wriggling legs. 

The graphics are fairly 
gory in places, with skulls 
being crushed and sawn in 
half here and there, but on 
the whole they aren't par- 
ticularly good. Various ob- 
jects fly around the maze 
and can kill you If they 
come into contact with you, 
but you are armed with 
crosses that you can throw 
in order to destroy them 
and increase your own 
score. 

One irritating aspect of- 
the game is that no matter 
how far into the maze you 
go, when you lose one of 
your three lives instead of 
starting with a new life in 
the same part of the maze 
you start again from the 
very beginning. And, after 
a few games I got a bit fed 
up with retracing my steps 
every time I lost a life. 

Wandering around the 
maze is mildly interesting 
for a while, but there is 
nothing very new or in- 
teresting in the game other 
than the gory graphics, 
which were really just 
there for 'decoration* and 
didn't add anything to the 
game itself. Maybe I'm be- 
ing unfair to the program- 
mer, but I can't help 
wondering to what extent 




the gore and Satanic 
elements in the game are 
just a cynical attempt to 
create a bit of controversy. 
After all, nothing can help 
the sales of an indifferent 
game/record/book, more 
than a bit of bad publicity. 
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Title: 


Chicane 


Computer: 


BBC 


Supplier: 


Kempston Microelectronics 


Price: 


£9.95 



Title: 


Five-a-Side Soccer 


Computer: 


Commodore 64 


Supplier: 


Anirog 


Price: 


£7.95 




Being a great racing and 
racing games fan I came 
upon this game with some 
trepidation have Just 
played Revs from Acornsof t 
at some great length. 

I had also Just come back 
from my first set of lessons 
at Brands Hatch racing the 
real thing — Formula Ford 
1600 single seater racing 
cars (in the pouring rain!). 
And that was going to 
throw a different light on 
any racing game I played 
after that, especially any 
that call themselves 
'simulations' like Revs. 
Chicane also has the 
Brands Hatch circuit in it 
as well as being based on 
the Formula Ford 2000, 
which is a similar car to 
what I drove 'for real', so I 
looked forward to the 
review very much. 

The game Chicane will 
have difficulty in not being 
compared to Acornsoft 
Revs, the two being releas- 
ed within a couple of 
months of each other. The 
Kempston game differs by 
attempting less simulation 
with an increased quality 
of gameplay. 

In Chicane you have a 
choice of six international 
circuits including Brands, 
Silverstone, Donnington, 
and others, Each of the cir- 
cuits has a qualifying time 
associated with it. You then 
get a qualifying lap on the 
circuit of your choice in 
Pole Position style — com- 
plete with the 'prepare to 
qualify' message. 

After a successful lap 
you go into the starting 
grid in whatever position 
you managed to get. Again 
there are strains of Pole 
Position as the starting 
lights beep away in front of 
you. 

When you are actually 
racing the action iB very 
realistic indeed. The car 
has all the instruments 
that an FF3000 has with 
the main one being the revs 
counter. There Is also a 





gear indicator. On either 
side of the turning steering 
wheel there are the wing 
mirrors. These give a very 
clear picture of what is hap- 
pening behind you. Revs 
only shows blurred shapes, 
but in 'real life' the picture 
in the mirrors is quite clear 
as is in the Kempston game. 
In fact with Chicane I 
found myself using the 
mirrors, whilst in Revs I 
never do as they are almost 
useless. 

The other cars that you 
are racing are very well 
detailed and you can really 
jockey for position between 
the opposition. My one 
complaint about the game 
is that the corners fat least 
on the Brands Hatch op- 
tion) seem to be not as 
sharp, and the cornering of 
the car not as good, but this 
doesn't affect the play abili- 
ty of what is one of the best 
racing games that I have 
seen. Full marks to Kemp- 
ston. MR 

PLANET RATINGS 
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Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 
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This is a Canadian piece of 
software which strongly 
resembles Commodore's In- 
ternational Soccer, 

The pitch is about three 
screens long and the com- 
puter scrolls across the 
pitch like a TV camera pan- 
ning the scene following 
the action. 

As with the Commodore 
cartridge, you are allowed 
to dribble the ball up and 
down the pitch but five-a- 
side is a much more 
physical game and you may 
rind your player flat on his 
rear end after a hard tackle 
goes in. Occasionally a foul 
is called and the ball is 
respotted in the centre cir- 
cle and sometimes rough 
play can lead to a fight- 
Yes indeed, these little 
dynamos have tempers that 
flare up occasionally and 
after a quick punching 
bout the invisible referee 
awards penalties. This is 
perhaps the weakest 
feature of the game and yet 
the graphics look quite 
superb. It is difficult to 
judge the speed of the ball 
because the display shows 
a view from behind the 
penalty spot looking 
towards the goal. The ball 
sprite us also a problem 
because it is overlaid 
against the goalkeeper and 
never actually appears to 



go into the net. Even after a 
goal has been awarded the 
goalkeeper can be moved 
behind the ball, so occa- 
sionally you may think a 
save has been made 
because the ball seems to be 
in front of the keeper. 

In the selection menu at 
the start of the game you 
can opt for a one or two 
player game or a one or two 
player penalty competition. 
The soccer game can also be 
played at one of three levels 
against the computer. In 
my brief acquaintancce 
with the game I found the 
simple level to be enough of 
a challenge and the com- 
puter has beaten me every 
time. 

The football game is not 
free of confusion, some- 
times the ball appears to 
jump to the feet of the com- 
puter player or is it Just 
trying to make excuses for 
bad ball play? 

Add to the game the syn- 
thesised singing of the 
crowd and a sprinkling of 
voice synthesis and I think 
Anirog have another win- 
ner on their hands, though 
for me Commodore still 
have the edge. ja 
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Title: 


Ian Botham's Test Match 


Computer: 


Commodore 64 


Supplier: 


Tynesoft 


Price: 


£9.93 




If you have ever wanted to 
bowl a maiden over, then 
Tynesoft have provided the 
answer for you. No, it's not 
a computer dating service 
but a rather good cricket 
simulation. 

The documentation is 
very well planned and 
could be used as a primer 
on the finer points of the 
real game, which is an in- 
dication of the flexibility of 
the program itself. The 
game even allows you to 
name your own terms thus 
ensuring that your game 
can move with the times or 
even go back to days gone 
by. Just as well really 
because Ian Botham's 
name doesn't appear to be 
included! 

There are three game 
types to select from: a 
limited game of 16 overs 
per side, one day match of 
32 overs, and the Test 
Match itself which is a full 
blown unlimited overs, two 
innings match. 



Having selected the 
match type the two players 
decide who will bat first 
and the other player places 
his fielders around the pit- 
ch. Once the fielders are 
posted in their 'home' posi- 
tions they may not be mov- 
ed until the end of an over, 
except to recover a ball. The 
view of the field is like the 
normal TV scene, looking 
from the bowler's wicket. 

The bowler type is now 
chosen (fast, medium, spin 
or bouncer) and the game 
can commence. This is 
where I got my first disap- 
pointment, when the fire 
button is pressed to make 
the batsman strike, no 

ferceivable action occurs, 
he ball either moves away 
for a hit or disappears but 
the man never moves a 
muscle. This makes it dif- 
ficult to time your stroke 
and I would have preferred 
a bit of action. 

Fielding requires that 
you anticipate the shot to 
be played and select an ap- 
propriate fielder who can 
then be moved to intercept 
the ball. If you make the 
wrong selection then there 
is a very good chance that 



the ball will reach the 
boundary. 

Another little grumble at 
this point, the positioning 
of the bowler must be 
precise to stop the ball. 
With a little bit of extra pro- 
gramming it should have 
been possible to do two 
things. 

Firstly, because selec- 
tion of the fielder is a hit 
and miss affair, a proximi- 
ty test to increase the 
chance of collecting the ball 
would lessen the fielder's 
frustration and only use 
precise positioning for 
detecting a catch. 

Secondly, it would 1m* 

8 rove the game a little If the 
all stopped when it struck 
any fielder even if this 
meant that the 'selected' 
fielder had to dash across 
to collect the ball while the 
batsmen cashed in on this 
chance to knock up a few 
runs. 

However, these little nig- 
gles do not spoil my overall 
impression of the game 
which has enough flexibili- 
ty in bowling and batting 
styles to maintain interest. 

A few random factors, 
based on cricketing' 
statistics, are used to deter- 
mine extras and not out 
decisions plus the occa- 
sional stroke off the edge of 
the bat. 



In an Australian TV 
style a batsman bowled out 
for a duck is signified by 
Doodles the Duck who wad- 
dles across the bottom (or 
should that be Botham) of 
the screen, stopping only to 
shed a tear. 

Tis rumoured that the 
original title of this game 
was to be Botham's Ashes, 
no doubt in the light of the 
recent Court case the 
maker's decided that the ti- 
tle may be ambiguous, and 
so Ian Botham's Test Match 
it is and it's good enough 
for me. 
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Title: 


Jack Charlton's Match 




Fishing 


Computer: 


C64 


Supplier: 


Alligata 


Price: 


£2.95 
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Alligata have introduced a 
new angle on computer 
games with their latest ti- 
tle. It is called Jack 
Charlton's Match Fishing 
and they obviously hope 
that you will have a whale 
of a time playing it and that 
a guppy of the game will 
find a plaice in every home, 
providing critics like 
myself don't carp on too 
much, and offer a ray of 
hope* 

It had occurred to me 
when I first saw the game 
at the Commodore shoal, 
that fishing is not suitable 
subject for a computer 

Sime but Alligata (and not 
eean) are following up 
with board game and 
microfiche (to go with the 
microchip) versions. 

The games features a 
turbot loader so you only 
have a minnow or two to 
wait for pictures to a 
pirhana screen. It is 
however prawn to failure 
but don't worry, the game 
is the salmon both side of 
the tape. 

The porpoise of the game 
is to catch as many fish as 
possible. You have your net 
and you must fillet, 
Fishermen line up in a roe 
waiting with baited breath 
as they tackle the task in 
hand. The tension mounts 
as they perch by their own 
pegs, trying not to en- 
croach on their opponents' 
space. There is not a great 
deal of sound, so you won't 
need a herring aid. What 
music there is, isn't exactly 
laved by the Halle but it is 
if. Composed by Julian 
Bream and played by Rod 
Steward and his sole group 
"The Floaters', it features 
that well known tuna 
"Whale Kipper Whelkhome 
in the Eelside" with lots of 
bass. The mainstream pro- 
gram has obviously used 
very last byte and nibble of 
the memory. 




So there you have it. The 
whiting's on the wall. 
Mullet over and don't be 
shellfish or crabby. Get 
your skates on and buy a 
guppy. Don't stickleback 
on the shelf. Its only sick 
squid (nett), so you won't 
have to buy an illegal gup- 
py from a shark. 

Get a grouper friends 
round ana barracuda the 
door so you won't be 
disturbed. The game is 
above parr, and if you play 
effishently. you will put the 
other flounders frout. 

Fin. 

P,S. There's no truth in 
the rumour that Eecaan 
goes nuclear fission! GH 
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Title: 

Computer: 
Supplier: 
Price: 



The Chess Game 
C64 Cassette 

Microclassic 
*7.9B 



Do not be put of by the title, 
this is not a chess game. 
Well, it is and it isn't. I will 
try and explain. You are 
experiencing a nightmare 
in which you play a pawn. 
The board is against you, 
the pieces are after your 
blood and the crowd hates 
you. All you have to do is 
survive. 

The chessboard is like a 
football stadium with 
crowds on three sides. You 
appear from a tunnel and 
make your way to the star- 
ting line at the front edge 
with the crowd booing you 
all the way. You start with 
five pawns and have to get 
as many as you can over to 
other side and back again. 
There are four things that 
can stop you and cause loss 
of a life. Contact with an 
enemy pieoe t moving off the 
side of the board, moving 
onto a red square or being 
hit by a bomb thrown from 
the crowd — it seems that it 
is not just us that has a 
hooligan problem. 

The first piece to try and 
stop you is a knight. As you 
move, one square at a time, 
the squares that you land 
on turn blue. If the knight 
then lands on one of these 
blue squares, it changes to 
red and become a no-go 
area. This requires some 
thought on your part as 
you will have to make up to 
nine journeys — going 
across five times and com- 
ing back four. 

The 3D animation of you 
and the pieces is very well 
done indeed although I 



dif- 
far 



found things slightly 
ficult to judge on the 
side of the board. 

You score ten points 
every time you get a pawn 
across with a bonus if you 
get all the pawns that you 
started out with over to the 
other side. A nasty little 
trick here is that if you 
pause the game for any 
reason, you lose 20 points. 
When all your pawns are on 
the other side, you progress 
to the next level — bishop, 
rook, king and queen 
before going into the more 
lethal combination of 
pieces. All the pieces move 
as they do on a chessboard. 
All the levels present a dif- 
ferent strategy to be work- 
ed out. Personally, I have 
great difficulty with the 
bishop and usually only 
have one or two pawns to 
take onto higher levels. 

This is a nice little 
strategy game with yet 
another variation on the 
chess theme and very good 
graphics. It would have 
been better if there had 
been some more interesting 
sound to give it atmosphere 
or some means of self 
defence, I'm not too sure 
either about its addictive 
qualities. You always have 
to start at the beginning in- 
stead of being able to prac- 
tice different screens or 
have a random level mode. 

OH 
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Magic Mushrooms 
BBC /Electron 

Acornsoft 
£12.95 
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This is a game with a dif- 
ference. Not satisfied with 
the normal run of the mill 
ladders and ramps type of 
game. Acornsoft have suc- 
ceeded in producing a game 
that can hold on to its value 
long after screen is com- 
pleted — this is because it 
has a built in editor to total- 
ly change the play of the 
game. 

There are nine screens 
pre-defined of progressive 
difficulty with all the usual 
twists and turns that you 
would expect. Obstacles to 
get in your way include 
slides, ice, trampolines, 
monsters, and escalators. 
Most of the built in screens 
show a lot of thought in 
their construction and are 
quite challenging despite 
the simplicity of the 
graphics. 

The theme of the game is 
to guide Murphy through 
the screens collecting his 
mushrooms. The mush- 
rooms appear in each room 
in random positions each 
time you play the game, so 
you have to be adept at go- 
ing around the screen In a 
number of different ways. 
Points are scored for pick- 
ing the mushrooms and for 
completing a screen within 
the time limit. 

The editor is very good 
with a titling option to 
name each room and the 16 
different elements stretch- 
ed across the top of the 
screen. You edit or create 
the screen by selecting 
which of the 16 blocks that 
you want and then moving 
around with the cursor 
keys. 

This extra feature makes 
a good, but straightfor- 
ward, game excellent and 
in a class of its own. There 
is the opportunity to save 
and load screens, so you en 
swop or sell them . The 
copious documentation 
that guides you throu gh 
the process of screen 
generation is, as usual, ex- 
cellent. This documenta- 
tion puts lesser games and 
companies to shame as does 
all of Acornsoft's manuals 
etc. 

Definitely one of the bet- 
ter platform games. MR 
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Title: 

Computer: 
Supplier: 
Price; 



Graham Gooch's Test Cricket 

C64 

Audiogenic 

£7.95 
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Distributed by Audiogenic 
but actually written by 
Supersoft, Gooch's Cricket 
attempts to simulate the 
current test series between 
England and Australia. 

The game can be played 
in three ways. 1 or S player 
simulation mode and one 
player arcade mode. I 
started my series with a 
simulation match against 
the computer. 

As in the other modes 
your first task Is to choose 
your team from a possible 
twenty players. Rule 
number one is to select 
Graham Gooch. The others 
aren't so important, except 
perhaps Underwood who 
seems to average 5 wickets 
per innings. 

I won the toss and so put 
the Aussles in and managed 
to bowl them out for 243, 
Then Graham Gooch strode 
out to bat, After two hours 



England were a meae 
400 for 2 with Gooch 251 
not out, I then decided to 
leave them to it and got 
some sleep to return later 
only to find that not only 
had the Innings closed at 
601 , Australia were all out 
again leaving me only 27 to 
get to win. 

In theory 1 should have 
used the joystick to deter- 
mine such things as batting 
tactics and bowling styles 
but I soon felt that it wasn't 
having much effect (sixes 
were being scored by 
batsmen playing defensive- 

Adding a second player 
had little effect to change 
what turned out to be an ac- 
curate simulation of 
cricket. Perhaps not the 
way Audiogenic intend as it 
turned into the game that 
you could play while wat- 
ching TV or going to be pub 
only returning occasionally 
to see how the match was 
progressing. 



The arcade mode is the 
complete opposite as you 
have absolute control over 
the result. By selecting the 
computer skill level you 
can finish your innings in 
two overs or guarantee cen- 
turies for batsmen who can 
hit fours off the bat, pads, 
legs, knees or armpits. 

Although first im- 
pressive the games 
graphics quickly become 
tiresome. For after a few 
hours at the crease you find 
out that the players only 
have a set number of 
strokes and the fielders run 
in set patterns. 

Unfortunately this game 
will disappoint the cricket 
novice and expert alike. In 
fact the programs sole 
highlight is its loading 
system. For if it detects an 
error it will ask you to re* 
wind the tape so that it can 
retry the faulty blocks. Its 
a shame that the game isn't 
really worth the effort, TH 
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Title: 

Computer: 
Supplier: 
Price: 



International Tennis 
Commodore 64 
Commodore 
£5.95 
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This latest addition to Com- 
modore's International 
Sports series is interesting 
when compared to Actlvl- 
sion's On Court Tennis. 
Simpler in concept, the 
game has a charm all of its 
own. 

The choice of viewpoint 
differs from Activision in 
that it shows a lateral view 
of the court rather than 
looking from the base line 
of one court as in the 
typical TV picture. I found 
that this overcomes the 
problem of judging the 
speed and position of the 
ball quite effectively and 
gave a much more satisfac- 
tory game. 

The choice of the 
number of strokes to be 
played lacks the variety 
possible with On Court Ten- 
nis and yet the game is just 
as enjoyable. 

If you now think I 
preferred Commodore's 
simulation to Activision's 
you'd be right. 

There are four levels of 
play to choose from and 
each match follows the 
rules of tennis closely, with 
the inclusion of a tie 
breaker for sets which go to 
six games all. 



To position your player 
simply involves the normal 
eight joystick positions and 
holding down the fire but- 
ton while moving the 
joystick delivers one of 
nine possible strokes. 
These strokes give all the 
combinations of long, 
medium and short returns 
eight straight or angled up 
or down across the court. 

The graphics are a little 
crude but not so bad that 
they interfere with the 
gameplay, I think accep- 
table is the word. The 
sound is a little crude as 
well and the title screen, 
which has smooth scrolling 
credits like a TV program, 
uses repetition of the 
crowd's burst of applause 
(white noise) which I found 
immensely irritating. One 
nice touch however is the 
eye movements of the 
crowd as they follow the 
balls fUght through the air. 
My verdict? The eyes have 
It. JG 
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Title: 


Paws 


Computer: 


Spectrum 


Supplier: 


Artie 


Price: 


£7.95 
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Artie have been out of the 
computer market for a 
while now but this new of- 
fering brings them back in 
style. 

The setup is that you, a 
large cat, have returned 
home after a long days 
scrabbling in dustbins only 
to find that all your kittens 
have strayed. You therefore 
set off to find them. This is 
done by guiding your beefy 
cat like figure through a 
maze which Is made up of 
trees and buildings. In the 
maze are delicious cat 
delights such as Tweety Pie 
(I tought I taw a puddy cat! ) 
and old fish bones. These 
are collected to give extra 
strength. Also in the maze 
are dogs but on their own 
the dogs are no problem to 
your tough cat. It simply 
beats them up. This costs 
stamina of course and too 
many of these scraps can 
cause the loss of a life (but 



you've got nine, naturally), 
You are also able to fire 
what looks like ballB of 
wool at the dogs and this 
disposes of them without 
the messy fight. 

When a kitten is found 
you must take it back home 
and deposit it before sear- 
ching for the next one. All 
this is done against the 
clock as 'bulldog Billy' is 
forming a pack or dogs and 
if you haven't got all the 
kittens home before he 
manages this — you've had 
it. 

Graphics are reasonable, 
especially the info screens 
that are done in the Cats 
style. Sound is ok but not 
awe inspiring. A good game 
— welcome back Artie. 

JGD 
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Title: 


Nick Faldo Plays The Open 


Computer: 


Spectrum, G64 


Supplier: 


Argus Press Software 


Price: 


£9.99 
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The latest release in the 
Mind Games series is an ex- 
cellent golf simulation bas- 
ed on Nick Faldo's ap- 
pearance in the Open. 

The object of the game is 
to play the 18 holes of the 
Royal St Georges golf 
course (where this years 
Open is stages) in as few 
shots as possible. However 
as anyone who has swung a 
club in anger will know, 
this isn't an easy task. 

To help you avoid the 
rough and bunkers you 
have the assistance of your 
trusty caddy who like most 
of his trade, seems to know 
more about the game than 
you do. He won't actually 
tell you which club to use, 
he'll just comment on your 
selection. So if he just says 
"OK" and hands it to you 
then your on the right 
track. Unfortunately you 
will also have to hit the ball 
in the right direction and 
with the correct amount of 
welly. 

All of these vital 
parameters are set using a 
series of joystick controlled 
icons which surround the 
action screen. Here are the 
games main protagonists, 
the golfer and nis caddy. If 
all is well, then the caddy 
will hand you the club and 
you will then hit a perfect 
shot. When you hole out 
under par, ne will con- 
gratulate you and then you 
both move onto the next 
hole. Unfortunately you 
will probably take eight or 
nine shots over par to 



icons Is a 
view of the 



which your loyal and 
devoted caddy will reply 
with a curt "At Last". 
"Shut it" you will natural- 
ly reply but after a while 
this doesn't seem enough. 
This is a shame since there 
isn't a "hit caddy with 
olub" option included in 
the game. 

Above the 
scrolling plan 
hole on which you can plot 
your progress. You can also 
seleot a wider overview 
which shows how far you 
are from the hole you ac- 
tually are. 

The scrolling screen ap- 
parantly consists of 9000 
screens which I can believe 
since I saw most of them in 
my attempt to finish the 
first hole. 

My only criticism of the 
game is that it is very dif- 
ficult to see exaotly where 
you are on the Spectrum 
version when you are near 
the flag. This can cost you 
alot of extra shots and ag- 
gro from your caddy. 

The game is accom- 
panied by an informative 
booklet which not only con- 
tains a map of the course 
but also a hole by hole 
guide by Nick Faldo. 
However I've never been 
one for reading guides or 
instructions and round the 
hit it and hope approach 
enjoyable to play. T H 
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Computer: 
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RENEWS 



Nodes of Yessod 

Spectrum 

Odin 

*7.95 
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The title of this game gives 
nothing away. Is it an 
adventure, or perhaps a 

Same? Well it's a bit of 
oth. You play the part of 
4 The Right Hon Charte- 
mange Fotherlngton- 
Grunes' (Charlie for short) 
and you have been assigned 
the task of discovering 
what is going on on the 
moon and who or what is 
sending out the strange 
signals. 

The game loads at a very 
high baud rate and once in 
the screen shows a hi-res 
picture of a space man. The 
game then says 'Nodes of 
Yessod — Odin Computer 
Graphics ' . The speech is 
very clear but it isn't used 
anywhere else in the game. 
So on to the game — the 
idea is to guide Charlie 
around the caverns of the 
moon. To enable him to get 
about Charlie is capable of 
some very respectable 
sumersaults which he does 
if told to jump whilst runn- 
ing. This means that 
Charlie can Jump from plat- 
form to platform and thus 
work his way down to the 
hiding places of the 
Alchiems. These Alchiems 
are keys to the lower levels 
and there are eight to col- 
lect. Unfortunately the 
caverns are inhabited by 
moon beings. These take 
the form of Bear like things 
on springs, disgruntled 
space invaders and walking 
potatoes. The Bears and In- 
vaders explode if Charlie 
touches them but the 
potatoes repell him causing 
him to do a few back flips. 
Also to be found are strange 
energy fields that cause 
paralasls and a ghost like 
creature in the shape of a 
space man. One feature of 
this game that I especially 
liked was that if the pause 
function is used Charlie sits 
down and waits for you to 
return, The game also has 
creatures to befriend which 
enable you to become a 
mole but as I have only 
played this for two hours I 
haven't seen these yetl 

The graphics are very 
good and the sound is well 
used in a couple of moon 
tunes, even though the 
game speaks only once. 

JGD 




PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Red Giant 



000*0 



•••• 






COMPUTER GAMER AUGUST 1985 




The Spys in this game 
where tirst seen in I960 in 
MAD magazine. Beyond 
bought the rights to them 
and produced the C64 ver- 
sion which received well 
deserved rave reviews. 
They have just released the 
Spectrum version and I can 
report that it is just as good 
as the 64 one. 

The game displays two 
screens, one for each spy 
unless both spys are in th 
same room in which case 
only one screen is used. The 
objective of the game is to 
collect essential spying 
items such as passports, 
money, keys etc. Each of 
these Items are hidden 
about the Embassy in 
which the spy finds himself 
at the start of the game. To 
find an item the spy must 
move over -to an object and 
search it. This usually in- 
volves lifting or tipping the 
object, all 01 which is seen 
on screen. Once all the ob- 
jects have been collected 
and placed in the Top Secret 
Briefcase the spy can leave 
the building and go to the 
airport at which point the 
game ends. This all sounds 
very easy but the problem 
is that there are two spys 
and only one of each object. 
Thus the spys are always 
fighting in one of two ways. 



The first is the most ob- 
vious, when both spys are 
in the same room they both 
draw clubs and you must 
then attempt to either 
wallop your opponent over 
the head or give him a good 
jab in the belly! If either 
spy sustains seven such 
blows in a single combat 
then he is knocked out and 
suffers a time penalty. 

The second method is by 
leaving traps for each 
other. These consist of 
bombs that may be placed 
on objects so that if your 
opponent searches it the 
bomb will explode and kill 
him. Buckets of water plac- 
ed above doors that elec- 



trocute the next person to 
open them and my personal 
favourite a gun on a string. 
This is placed on an object 
and the string run to a clos- 
ed doorway, if the door is 
opened the other spy on the 
other side is shot! Also 
available are spring traps 
and time bombs as well as a 
map that tells you where 
useful objects are and 
where you've been. The 
traps are all placed by us- 
ing a device called the 
trapulator t an icon menu 
that is displayed to the 
right of each screen. 

Graphics consist of the 
split screen that I already 
mentioned and each of 



these screens shows a car- 
toon like picture, the quali- 
St of which is stunning, 
ontrol is by keyboard only 
because two players need to 
be able to play at the same 
time. 

This is an excellent game 
and every Spectrum owner 
should add it to their collec- 
tion immediately. JGD 
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Fiona Rides Out 
Commodore 64 
Viper Software 
A7.95 




Fiona is a witch* the foulest 
witch ever to darken the 
skies of the computer 
screen. Her sister witches 
have stolen the tools of her 
trade and she wants them 
back. To do this she must 
ride the night skies sear- 
ching various locations for 
her precious belongings* 




Nothing wrong with the 
concept and the play is not 
too bad, but the reality is 
that the game lacks variety 
and soon becomes boring. 

At first, Fiona is flying 
through the night skies on 
her broomstick avoiding 
the other witches ana 
thunderbolts flashing from 
the clouds overhead. Each 
time she touches another 
witch or a thunderbolt, she 
loses spell power and if all 
her power disappears she is 
doomed to Hell. In the 
passageways of HeU she 
can still escape back to 
earth as long as she doesn't 
touch the sides or crash 
into demons or molten lava 
(11*5 very like Balloon 
Rescue at this point)* The 
sprite collision detection 
could do with sorting out a 
Uttle here. 

Although sometimes 
when the tail of the 



broomstick overlaps the 
passage walls in some 
parts, the merest hint of a 
touch elsewhere results in 
an explosive death. 

If Fiona makes the grade 
on her earthly flight she 
enters one of six locations. 
The first is the Ghostly 
Graveyard where ghosts 
and skeletons roam. To 
retrieve her missing equip- 
ment Fiona must build up 
her speU power by 2000 
points* These points are 
gained zapping anything 
that moves, collecting the 
debris and dropping it into 
the cauldron. If she should 
touch a moving ghost or 
skeleton she loses power. If 
the spell power drops to 
zero she goes back to Hell. 

Success leads to another 
aerial zapping session with 
bats and ghouls to be kill- 
ed. Success leads to the 
Witch Kitchen where bats 
accompanied by severed 
hands and feet assail our 
anti-heroine. Again she 
must add another 2000 
points to debris dumping 
but by now I'd seen it all 
before. Later problems 
combine the former pro- 



blems with the odd 
malicious mushroom or 
problematic pumpkin put- 
ting in an appearance. Each 
successful room visited be- 
ing followed by another 
flight and failure leading to 
HeU. 

Not much here to sus- 
tain interest so I turned the 
tape over to sample the 
freebie program on the 
other side. 

Daredevil Dennis is a 
platform game and some- 
times the random position- 
ing of problem objects 
makes the screens impossi- 
ble to complete. Oh weU, 
back to the drawing board. 
If you buy this tape, get It 
for Fiona and use the other 
side for recording your 
favourite pop song because 
Dennis is a definite Black 
Hole. JO 
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Good old Rupert the bear 
has been helping Mr Bear, 
like all good bearB should 
do, but all his chums have 
dashed off to a party and 
are busy tucking into their 
current buns and drinking 
lashings of ginger pop. 

How will Rupert get to 
the party before all the tuck 
is wolfed down? Well 
Rupert's friends have left a 
trail of invitations for him 
to follow. You {playing 
Rupert) must follow these 
and get to the party. There 
are Four routes that you 
can follow and various 
things stand in your way. 
The main area is the castle 
with toy soldiers guarding 
it.. 

The gameplay is similar 
to the usual ladders and 
■platforms with Rupert Jum- 
ping around the various 
levels of the castle. The 
game is obviously aimed at 
the younger gamer though 
Quicksilva reckon that 
older players will still find 
it challenging — time will 
tell. 



The graphics are quite 
good and Rupert is very 
recognisable (C64 version) I 
haven't seen the Spectrum 
version which will obvious- 
ly have cruder graphics. 

This is intended to be the 
first of a series of Rupert 
games, this one is alright, 
not brilliant, but 
reasonable. MR 
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Title: 


Dun Durach 


Computer: 


48K Spectrum 


Supplier: 


Gargoyle Games 


Price: 


£9.98 
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One of last year's more 
unusual games, which 
built up a deserved cult 
following (or should that be 
Celt following?) was Tir Na 
Nog by Gargoyle Games. 
Dun Durach is the second 
game to star Cuchulainn, 



but as the story is set 
earlier than TNN, it can 
best be described as a re- 
quel. 

By a nasty bit of 
trickery, the Scoreress 
Skar has kidnapped your 
charioteer Leog, and taken 
him off to the city of Dun 
Durach. You instantly vow 
to get him back and your 




quest begins with you in- 
side the secret city. 

The mechanics of the 

Sime are the same as TNN. 
ou can only walk left or 
right on the screen, if you 
want to turn a corner, you 
do so by changing the 
camera angle by 90°. There 
are, however, several major 
differences between Tir Na 
Nog and Dun Durach. The 
first is that there are many 
more characters for you to 
meet and do business with, 
and this necessitates the se- 
cond major change which is 
the introduction of curren- 
cy in the form of small 
multi-coloured coins called 
iridi. Throughout the 
course of the game you will 
have to buy and sell dif- 
ferent articles such as 
books, wine, hemlock, gold 
bars etc. You will also have 
your money stolen or be 
conned but you may gain it 
back through working or 
gambling or even investing 
it in the bank. The purpose 
of all this wheeling and 
dealing is to buy sufficient 
information to find the 
location of your friend. 

Being set in a city the 
game is easier to map than 
Tir Na Nog. All the streets 
are named and the houses 
numbered, just as in a real 
city. The city is approx- 
imately divided into a 
series of quarters, each 
with a different function — 



for example. Argot (the 
"money" quarter), Tne 
Soke (the dispossessed), Io- 
main (the pleasure quarter) 
and Ratha-De (the Streets of 
the Gods). The houses are 
usually occupied by 
various traders very will- 
ing to do business with you 
whilst you tend to meet the 
other main characters out 
in the streets. 

Dun Durach is a worthy 
successor to Tir NA Nog 
and appears to have much 
greater complexity than its 
predecessor due to its ex- 
cellent charactrer interac- 
tion. Fans of Tir Na Nog 
will be sure to love this one 
but newcomers may prefer 
to get to grips with ihe 
original. GH 
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Program listings (contrary 
to the belief of some of the 
more amateur magazines) 
have been extremely 
popular in Gamer. We have 
tried to have at least one 
game for each of the more 
popular computers. These 
games we publish are often 
up to commercial stan- 
dards, as anyone who 
played 'Kitchen Kapers' 
will tell you, 

So starting with this 
issue we are printing inlay 
cards for all the games in 
this issue so that they look 
good on your shelf with the 
rest ofyour software collec- 
tion. They also nave a brief 
description so if you don't 
play them for a few weeks, 
you don't have to search 
through back issues of 
Computer Gamer to find 
out what you are supposed 
to do. 

This month for the 
Amstrad we have two ex- 
cellent games called Lawn 
Mower and Percy the Inter- 
galactic Stunt Parrot, can 
you mow the lawn without 
wrecking your beautiful 
new mower? Or can you 
complete the film for MGM 
as the only stunt parrot in 
the galaxy? 

The Spectrum has 
7 Jewels* — a 3D adven- 
ture maze game. 

Percy the Plumber will 
provide an insight into the 
water business for C64 
owners, and Hippo Quest is 
a screen by screen action 
game for the BBC micro 
(although it may run on an 
Electron). 

Remember anybody that 
gets a game published is en- 
titled to an Alpha Rating, 
simply send an SAE and a 
note saying when the pro- 
gram was published and 
what your membership 
number is and we will 
return your Alpha Rating 
— the highest award in the 
club (excepting the master 
gamer award). 

When you submit a game 
for publication you should 
make sure that you fill in 
the form on this page ac- 
curately — one or two peo- 
ple have sent in games 
without telling us what 



► 



machines they were fort 

With your tape or disk 
and coupon you should in- 
clude a brief description of 
the game in the same style 
as the other programs in 
this and previous issues. 
All documentation of this 
type should be double spac- 
ed (a blank line between 
lines of text) and typed 
clearly. 

Also we need self ad- 
dressed packaging suitable 
for returning the stuff In if 
the program is not accepted 
for publication. 

We are looking for high 
quality machine code and 
Basic listings for the follow- 
ing machines: Commodore 
64. C16, Spectrum. Atari 
(all types), BBC, Electron, 
and the Amstrad. All pro- 
grams should .be recorded 
on tape at the slowest baud 
rate, an£ a number of times 
on each side of the tape. 
State on the tape what baud 
rate it is at and how many 
times it is recorded on the 
tape, also include any 
special loading instruc- 
tions. 

When writing a program 
try to avoid any embedded 
graphics commands. This 
is really important with the 
BBC micro with its Teletext 
control codes, the Spectrum 
with its colour control 
codes, and the Atari with 
its graphics symbols. All of 
these cannot be listed on a 
printer. Also avoid having 
any chunks of memory be- 
ing loaded from tape as this 
is also not printable. 

For most submissions a 
disk is preferable, but 
detailed loading instruc- 
tions need to be given — 
and please do not put any 
protection. Jamming of 
break/reset/restore keys 
etc. There's very little you 
can do to protect anything 
like that and it is just a 
waste of time for us to 
break it. 

Oh yes!, we pay well for 
any submissions that are 
sent to us. Send everything 
with the name of the com- 
puter that the game is for 
on the back of the parcel/ 
package, to: 



Program Submissions 
Computer Gamer 
1 Golden Sq 
London W1R SAB 
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Attention! Commodore, Amstrad, Atari, MSX Users 

THERE'S A WHOLE 

LIBRARY OF 

SOFTWARE FOR YOU 

AT THE MIDLAND 

COMPUTER.UPRARY 



LIFE MEMBERSHIP - JUST £6! 



W Choose from the very latett titles 
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SPECTRUM 



911 T5 600 

A DAY IN THE LIFE 5.50 

A VIEW TO A KILL *,.. SM 

AUEN TOO 

ALIEN B 7.50 

AN MATED 5TRJP POKER. ... 5.U 

ajubian «*i*sm5 500 

AfitMON ,,< 903 

ARNHBM HCC 

ARTIST 1100 

SATTlE FOR MIDWAY 7.50 

BEACHHtAD 850 

flIZ 550 

BLAST COMPILER 22.00 

BLUE MAX B50 

80REO OF THE RINGS 595 

BRIDGE PLAYER II BOO 

BRUCE Ltt flSO 

BUCKflOCOffi ■ fl50 

BUGGY BLAST 5.00 

BULGE HM 

CCWfflBl »« 



SPECTRUM 



GRAND NATIONAL h 50 

GREMLINS 7» 

GYROS 7.50 

MATCH FISHING fi.50 

MEHBE^TS [1UMMY RUN /«fl 

HIGHWAY ENCOUNTER 50 

HY^EF SPORTS 650 

ICICLEWORKS 5» 

ILLU5TRATOR tl 50 

JETSETWLLYII 5 50 

JDHAN B* 50UA5H fi 00 

JUMP JET 850 

KNIGHTLORE „„ 7.50 

kn:x>; liij: G<a 

KOWLEXCITY 7 50 

LEONARDO 1.00 

LEYHL9ALL 7.K 

LIGHT UA&C 1150 

LODE RUNNER 7.50 



SPECTRUM 






6 W 

H BO 
501 
550 
100 
750 
550 
Sffi 



CAULDRON 

CHOCOLATE MCI DRY 

CHUCKIEEGG2 

CLASSIC ADVENTURE 

CLEUDO 

COMBAT LYNX 

CQNFWKM 
COVENANT 

DAiEY 5 SUPER TEST 5» 

DAM&USTERS B 00 

DEATH SfARWTEfi fiOQ 

DFVPAC3 1100 

DRAGON T QRC 6.00 

VVH DARACH 7.30 

DYNAMTE DAN 50Q 

EMERALD ISLE 5 50 

fcUHEKA 100Q 

EVERYONE^ A WALLY 7 5Q 



I l I * * 4 4 i 4 I 1 



MACHINE CODE TUTOR 

MACHINE LIGHTNING, 

MATCH DAY 

MIGHTY MAGUS 

VINDER 

MiNromE 

m::nrpdly .. 
moo wrest a, 

MuS£ TYPEWftlTEfl 

NfcXfALDDSOPBf *„! 

WK50FYE300 

ON THE RUN 

ONE OH ONE 

OUT OF THE 5HA0OW5 , , , 
PAINT PLUS „,, 



1 1 v. 

17 50 
6.50 

550 

750 
500 

son 

550 
750 
7S0 
750 

5 53 
750 
650 
75U 



SOFTWARE STAR 

SFTDER 5TAR 

$PYHUNTEfi 

SPY VS SPY 

STARIDN 

STEVE 0AVI5 SNOOKER... 

STREET HAWK 

SUPER GRAN 

SUFfF rilAN ADVENT! K 

SUPER PIPELINE il 

SUPERCODEIU ... 
TAPPER 
TMWORO M 

HRNANOG 

TRANG EXPRESS , 

VJLTRAKJT 

WARLORD 

WHITE LIGHTNING 1#llf-1 
WtTGHS CAUL^flN . . 

WIZAROSLAIR 

WORLD'S BASEBALL 

WRIGGLER 



IP'!*' 'i 



550 
- 7,50 

c- to 

750 

. 650 

I SO 

, fi.oe 

. 7.« 
, 7 50 
. E to 

1100 
,650 

12 00 
.. 7 50 
.750 
. 7 50 
. SGQ 

>2 » 
. 5 53 
* 55Q 
.550 
.450 



EXPLODING R5I 



750 



FANTASTIC VOYAGE 5M 



THRMUlAONE 

fourth protocol 

FHANK BRUNO BOXWfi 
FRANKIE HOLLYWOOD^ 

GNOS^BUSTERS 

GLASS.. 
ZAXXW 
TASWDPO II 
GO ID HELL 



. . 



6 00 
II 00 
. EDO 
,750 
. 750 
650 
I N 
1100 
.6 00 



PR0JKT FU1URE 550 

PSYCHEDELIA 500 

QUILL 12.00 

RAID OVER MOSCOW 6 50 

RED ARPCWS.^ 7 50 

GEO MOON B 00 

riFW.r.'!; t:< r^rjtri STKFrr 7^: 

RETURN OF JOYSTICK 4 95 

REALM OF IMPOSSS&iL TOO 

RDWY B50 

ROCKY HORROR SHOW 750 

ROMPER ROOM 750 

KOMPIEX 7» 

SCflctN MACHINE 7 50 

SHAOOWFiRE 7M 

SKIS1ARJOW 650 

SQFTAID 4 99 



SINCLAIR QL 



AREA RADAR CONTROL ftOO 

SINCLAIR ASSEMBLER 35 00 

BACRGAMMOH 1300 

BCPL ».00 

BRIDGE PLAYER If: 00 

CASH TRADER 6000 

CAVERNS 10.00 

CHESS 30 TfiTO 

CUTMBERTIN SPACE U« 

DOAY MOO 

MDtSKM MAJtH 35,00 

EVA. 10 00 

GRAPHlOt JO 00 

HOPPER H.» 

*NTEORATEO ACCOUNTS . . . B5 00 
LANDSOFHAVW '955 

H5P 5O00 

M PAINT 2750 

MONOl 16 00 

NIGHT NURSE 1100 

PASCAL . MOO 

VEWDMCO PASCAL 05 CO 

PROJbH PLANNER 35.QB 

OL CENTRO INTER 115 CO 




CHEQUES Ef ► - : »L'l [ t, ■ (T S 

SEND TO ITS. 

33 FOSCOTE R0AD t LONDON NW4 3SE. 

MAIL ORDER ONLY 

ORDEHS UNDER ClO — INCLUDE 50p PAP 

OVERSEAS ORDER — INCLUDE £1 PER HEM 



J2** ■ 

HftSTGAMp 

Hire from just £!.25tnc. p + p for 7 days \ FAm ■» 

Hire 25 many games as you want \ * "lCfc J 

All games are originals with full documentation 

Business and educational software too 

Fast Yetum-of-post" service 

Low prices if you want to buy 

1 4 day money back guarantee 

Over 1 000 games in stock including US imports 



MIDLAND 



Please send a cheque or postal order for £6.00 stating your 
machine, or send a large S.A.E. to;- 

Midland Computers Limited, 

28 College Street Worcester WRI 2SL Telephone: (0905) 61 1072 





= Vda 4 =\ 



SPECTRUM 

Gam* RRP 

Frankie Goes to H/wood .995 

A view io km 10 99 

Spy vs Spy 9 95 

Dun Darach 9 95 

Everyone** waHy 9.96 

Mordens Quest 6 95 

Slanon 7 95 

Wriggler 5 95 

Hyperaporu 7 95 

Sai^az-ic-m . fz IS 

Baba-Liba 7 95 

Wortd Sofl«9 Baseball . . 6 05 

Battle for Midway 9 95 

Deathsiar iiiterceptor 7 95 

Daley 1 ? SUPER-TEST 6.95 

STREETHAWK 6 95 

Cauldron 7.99 

Snedowfire 9 95 

Romper Room 9 95 

Tales of Arabian Nights . , . 6.00 

Herberts Dummy Run 9 95 

"Twin Kingdom Valley" . .7.95 

GYRON 9 95 

Animated "strip poker 4 6 95 

Rocky Horror Show 8 95 

Formula One H95 

Confuzton 6 95 

Archon 9 95 

Jel Set Willy II 695 

Nodes otYesod 995 

Warlords 600 

Falcon Patrol (I 7 95 

Moon Cresla 6 95 

Minl-Otflce 595 

BBC/ELECTRON 

Combat Lynx 8.95 

Arabian Nights 7.00 

MInl-of'ice 595 

Wirardore (BBC) 7.95 

Mr. Mephlsto 700 

Micro Olympics „ r 5.95 

Brian Jacks S/stars T 795 

Gremlins 7.95 



Our 
Price 

7.50 

a. 99 

7 50 
7.50 
7.50 
525 
5.95 
*.75 
5.95 
5~25 
5.95 
5.25 
7.50 
5.95 
5.25 
5.25 
5*3 
7.50 
7.50 
4.75 
7.50 
3.99 
7.25 
5.25 
6.50 
6.W 
5.25 
7.50 
5 25 
7.50 
4.75 
5.95 
5.25 
475 



6 50 
4.95 
475 
5.95 
4.95 
475 
5.95 
595 



Overseas orders welcome Please add 
75p 



COMMODORE 64 0ur 

Game RRP Price 

Frankie Goes To H/wood.. 9 95 7.50 

A View To Kill .♦ 10 99 8-99 

Way Of The Exploding Fist 9.95 7.50 

Dun Oarach 9 95 7.50 

'"ELITE*" -..14.95 11.00 

Mordens Quest" &95 5.25 

Jump Jet 995 7.50 

G. Gooch Test Cricket* , ■ 9 96 7.50 

Hypersports 8,95 6.50 

Jewels of Babylon 7.00 5.50 

Cryslal of Carue 7 00 5.50 

Theatre Europe 9 95 7.50 

"Brian Jacks S/star$'\ . . . 7.95 4.99 

Combat Lyn* 8 95 fi.50 

Everyonesa Wally 9 95 7.50 

Herberts Dummy Run 9 95 7.50 

TirNaNog 995 7.50 

Mini-OHice 5 95 475 

Rocky Horror Show 8 99 6.50 

Rocky Horror Show (disk)i?95 975 

AjimulhSOOO 8 95 6.50 

Moon C/esta 6 95 5.25 

Confuzion 695 5,25 

SlapShot 895 6.50 

Slap shot (disk) 10.95 6.25 

Shadowflre 9.95 7.50 

AMSTRAD 

Sorcery 8.9S 6.50 

Comoai Lynx 8.95 6.SO 

Confuiion 6.95 5.25 

Azimuth 3000 8.96 6.50 

Animalod stnp poker 8.95 6 50 

Dun Darach 9.95 7.50 

Darkstar 7.96 5.95 

3D Star Strike 6 95 5.25 

Daley Thompson D/lhion . . 8 95 6 50 

Gremlins 9.95 7.50 

Tanhouslera 7.95 5.95 

AH Interceptor Titles 8.00 4,50 

Jei Sot Willy 6.95 6.50 

Jack and the BeanstaU ... 8 95 630 

Chuckie Egg II 6 95 5.25 

Battle for Midway 9.95 7.50 

Superpipeline II 8 95 6.50 

Quick Shot llonlt f 8 99 

Please note, if our order e»ceeds £60 you 

get lO^fc further discount. Send cheque/ 

POto: 

GOODBYTE (CO), 94 Leather 

Une, London EC1. Tel: 01- 

404 4246. 



BACK-UP PROBLEMS SOLVED 



DCL1 Dual 

Datasette 
Interface 



Enables the quick and easy creation of back-up copies o' all 
Turbos. M/Code» Data Files etc. If your program can be loaded It will 
be transferred exactly on a second datasette. Does NOT require 
software or modifications to your computer. 
ORDER AS DCL1 
Price £10.00 fCBM 64 A VIC 20) 



DCL4 Audio 

Recorder 

Interface 



A defuxe DCL1 with added facilities so that back-ups can be made 
using one audio cassette and one datasette. or with two dotasettes 
lEDs indicate when data is being received from tape This unit can 
bo loll permanently connected to the computer, the LED indicating 
when data is being sent from the dataseite, very useful for finding 
the start of data 

ideal for anyone with only one datasette end one audio cassette 

ORDER AS DCL4 

Price £16.00 (C8M 64 & VIC 20) 



1541 LOADER CARTRIDGE 



1541 GT 
Disk Loader 
Cartridge 



This CARTRIDGE will enable your 1541 disk drive to load 
approximately 4 times fester and is compatible with most 
commercial software Although, there are slightly fasier turbo disc 
loaders available. TRIGSOFTsQT LOADER isino only one (thai we 
are aware of) that retains full disk error checking end as il Is a 
cartridge is always available for instant use. 
Abbreviated LOAO/SAVE commands are built in" eg typing LOAD 
■tiienome will load file etc. Typing LOAD'S will display the directory 
lo the screen without affecting basic memory. An ON/OFF switch is 
fitted so there is no need to remove it in the unhkly event of software 
conflict. 

Just think, from the moment that you turn on, you will be able to 
load programs 4 times quicker. 

ORDER AS GT LOADER 
Prtce £20.00 iCBM 64 WITH 1541 DISK) 



RESET1 



This reset unit plugs 
erasing the program. 

ORDER AS RESET1 



reset without 



nto your computer enabling 

Price £3.00 fCBM 64 4 V|C 201 



* * 10 DAY MONEY BACK GUARANTEE * * 

Wo will refund your payment less postage it any hardware item is returned undamaqed 
within 10 days 

ORDERING: ALL PRICES INCLUDE RECOROED HELIVERV A ARE FULLY INCLUSIVE 
(overseas add £1 OOJ 

send lo mail order depts at either Bradford or Grimsby 



TRIGSOFT Dept ACG 

29 Holme Lane, 

Bradford. 

BD4 0QA. 

Bradford dept for mall order only. 

Please send SAE for free catalogue 



TRIGSOFT Dept ACG 

161-163 Rutland Street, 

Grimsby, 

Soulh Humberslde, DN32 7ND. 

Tel 0472 48304 

Callers welcomed at Grimsby dept 



KB . 
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Robert Buckley 



Intergalactic Stunt Parrot 
Is a game for the Amstrad 
464 or 664, which uses all 
your skill over it's three 
totally different levels. Per- 
cy Parrot, the world's only 
stunt parrot is making 
MGM's latest blockbuster, 
can you help? 

Level one is a typical 
platform game. Reach the 
treasure by lumping over 
poisonous flowers and 
operating lifts. And then 
make your way to the start 
again. 'Q' and 'W are left 
and right. '/' Is jump and 
1 operates the lifts. 
Level two is a track and 



field type game where the 
faster you hit the keys the 
quicker you go. But this 
time it involves Percy mov- 
ing along a ramp and then 
clearing cars, Percy is mov- 
ed by 'Q'and 'W. 

The third and final level 
see's Percy falling from a 
tall tower hopefully into a 
large air bag. Each time the 
air bag moves, just to make 
it more difficult, and makes 
the reactions needed 
quicker. In the top right- 
hand corner of the soreen is 
a power gauge. Holding 
down the ' ' key increases 
and decreases your jump- 



ing power. Just let go to 
jump. If you complete this 
level you will go back to 
level one. 

Joystick option is alBo 
included. Left and right in- 
stead of 'Q' and 'W and fire 
button Is '/', the ' ' has to 
be used from keyboard. 

This game incorporates 
stereo music on the title 
page and flicker free fast 
arcade action during the 
game. The program was 
written in mode 1 and 
although this only has four 
colours the graphics are 
Improved by the high 
resolution. 



10 A1=67:B1=59:C1=22:D1=30:HI=100:60SUB 13 

30 

20 BORDER 0: INK 0,0:INK 1,26: INK 2,24:INK 

3,6:H0DE 1:60SUB 1000 

30 BA=1 

40 INK 1,0: IMK 2,0:INK 3,0:A=16:B=126:J=0: 

CA=0 

50 FOR LE=8 TO 20 STEP 4:PEN 2:PAPER 3:L0C 

ATE l.LEs PRINT" aaaaaaaaaaaaaaaaaaaaaaaaaaa 

aaaaaaaaaaaaa'iNEXTiLOCATE l,4:PRlNT'aaaaa 

a" 

60 PAPER 0:PEN 1 

70 PLOT 0,76,1:DRAWR 639,0:DRAHR 0,323:DRA 

NR-639,0:DRAHR 0,-323:PLQT 2,78:DRANR 635, 

0:DRANR 0,319: DR AMR-635, 0: DR AUR 0,-319 

80 LOCATE 37 ! 20:PRINT'bl , :L0CATE 37,16:PRI 



NT" ":L0CATE 10.16:PRINT'bl':L0CATE 10,12 

:PRINT" 'iLOCATE 25,12:PRINT , bI':L0CATE 2 

5,8:PRINT' ':L0CATE 7, 8:PRINT"bl " 

90 L0CATE,2,3:PEN 2:F0R F=l TO BA:PRINTV 

;:NEXT:PEN 1: LOCATE 30, 23:PRINT"LIVES - ;LI : 

LOCATE 4,23:PRINT'SC0RE , iSC 

100 A$(l}= i d6 , :A«(21='fg':AI(3)='hi , :A«(4) 

='jk':D=l 



J 
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110 PAPER 0:TA6:M0VE 500,112:PRINTV;:HQV 
E 200,112+64:PRWTV;:H0VE 350,112*128:PR 
INTV;:H0VE 300, 112+192:PRINT*b"; : INK 1,2 
6:INK 2,24:INK 3,6 

120 HOVE ft,B:PRINT AI(D1;:HQVE A,B-16:PRIN 
T AMD+1); 

130 IF NQTUNKEYtClHAND A=576 THEN L=l 
140 IF L=l THEN 660 

150 IF NOT tINKEY(Al HAND A>6 THEN IF 0=1 T 
HEN A=A-4:ELSE 0=1 

160 IF NQTUNKEYtBUJAND A<604 THEN IF 0=3 
THEN A=A+4:ELSE D=3 

170 IF N0T(INKEY1D1))AND J=0 THEN J=1:C=B: 
J1=2.5:E=100 

180 IF J=l THEN BOSUB 900 
190 IF fl>468 AND A<508 AND B<140 THEN 960 
200 IF A<8 AND CA=1 THEN CA=0:SC=SC+500:SO 
UND 1,200,0,15,1:TA60FF:L0CATE 9,23:PRINT 
SC:TAS:BA=BA-1:IF BA=0 THEN TA60FF:60TQ 10 
70 

210 IF J=l THEN 150 
220 60T0 120 

230 MOVE A,B:PRINT A$(D);:HOVE A,B-16:PRIN 
T A$(D+1); 

240 IF NOTtlNKEYlCUJAND A=576 THEN L=l 

250 IF L-l THEN 6QT0 690 

260 IF NOTlINKEYiClMAND A=144 THEN L=2 

270 IF L=2 THEN GOTO 720 

280 IF NDT(INKEY(A1J)AND A>6 THEN IF D=l T 

HEN A=A-4:ELSE D=l 

290 IF NOT UNKEYtBl HAND A<604 THEN IF D=3 
THEN A=A+4:£LSE D=3 

300 IF NOTUNKEY(Di))AND J=0 THEN J=1:C=B: 

J1=2.5:E=100 

310 IF J=l THEN BOSUB 900 

320 IF AM6B AND A<208 AND B<204 THEN 960 

330 IF J =1 THEN 280 

340 GOTO 230 

350 HOVE A.B:PR!NT A«(D);:HDVE A,B-16:PRIN 
T A$(D+1>; 

360 IF N0T(INKEY(C1))AND A=144 THEN L=l 

370 IF L=l THEN 60TD 750 

380 IF NQT(INKEY(C1>)AND A=3B4 THEN L=2 

390 IF L=2 THEN BOTO 780 

400 IF NQTUNKEY(A1))AND A>6 THEN IF D=l T 

HEN A=A-4:ELSE D=l 

410 IF N0T(INKEY(B1})AND A<604 THEN IF D=3 
THEN A=A+4:ELSE 0=3 

420 IF N0T(INKEY<D1»AND J=0 THEN J=1:C=B: 

J1=2.5:E=100 

430 IF J=l THEN BOSUB 900 

440 IF A>31B AND A<358 AND 8(268 THEN 960 

450 IF J=l THEN 400 




460 GOTO 350 

470 HOVE A.B:PRINT Af(D);:HOVE A,B-16:PRIN 
T AKD+1); 

480 IF N0T(INKEY(C1))AND A=96 THEN L=l 
490 IF L=l THEN GOTO 810 
500 IF NQTUNKEY(Ci))AND A=384 THEN 1=2 
510 IF L=2 THEN 60T0 840 
520 IF NQTIINKEY(A1))AND A)6 THEN IF 0=1 T 
HEN A=A-4:ELSE D=l 

530 IF NDTdNKEYlBDIAND A<604 THEN IF D=3 
THEN A=A+4:ELSE D=3 
540 IF NDTUNKEYIDlllAND J=0 THEN J=1:C=B: 
J1=2.5:E=!00 

550 IF J=l THEN BOSUB 900 
560 IF A>268 AND A<308 AND B-:268+64 THEN 9 
60 

570 IF J=i THEN 60TQ 520 
580 60T0 470 

590 HOVE A,B:PRINT A$(D)j:HOVE A,B-16:PRIN 
T A$(D+1); 

600 IF N0T(INKEY(C1))AND A=96 THEN L=l 
610 IF L=l THEN 870 

620 IF NQTUNKEY(A1))AND A>BAtl6 THEN IF D 
=1 THEN A=A-4:ELSE D=l 

630 IF NQT(INKEY(B1))AND A<96 THEN IF D=3 
THEN A=AM:ELSE D=3 

640 IF A=BA!16*16 AND CA=0 THEN HOVE A-16, 
B-16:PRI»T' ';:SOUND 1,200,0, 15, 1:SC=SC+10 
OrTABOFF: LOCATE 9,23:PRINT SC:TA6:CA=1 
650 60T0 590 

660 B=B+2:H0VE A,B-32:PRIMT*bl»; 
670 IF B=190 THEN L=0:BOTO 230 
680 GOTO 120 
690 B=B-2:N0VE A,B-32:PRINT-hl"; 

700 IF B=126 THEN L=0:60T0 120 
710 60T0 230 

720 B=B+2:H0VE A,B-32:PRINT'bl'j 

730 IF B=254 THEN L=0:60T0 350 

740 60T0 230 

750 B=B-2:HQVE A,B-32:PRINT"bl - ; 

760 IF B=190 THEN L=0:60T0 230 

770 60T0 350 

780 B=8+2:H0VE A,B-32:PRINT'bl'; 

790 IF B=318 THEN L=0:60T0 470 

BOO GOTO 350 

810 B=B*2:H0VE A,B-32:PRINT'bl"j 

820 IF B=382 THEN 1=0: BOTO 590 

830 BOTO 470 

840 B=B-2:H0VE A,B-32:PRINT"br; 

850 IF B=254 THEN L=0:GOTO 350 

860 BOTO 470 

870 B=B-2:N0VE A, B-32:PRINT"bi"; 

BBO IF B=31B THEN L=0:60TD 470 

890 GOTO 590 

900 B=B*Jl:Jl=Jl-0.2:E=E-3 

910 HOVE A,B:PRINT A$(D);:HOVE A,B-16:PRIN 

T A$(D+1); 

920 IF B=C THEN J=0 

930 RETURN 

940 GOTO 230 

950 RETURN 

960 PL0T-4, 0,3: HOVE A,B:PRINT A*(D);:HDVE 



A,B-16:PRINT A$(D*1);:F0R 6=0 TO 5:HQVE A, 
B: PRINT CHR»(INT(RNDI20)H29)jCHR«lINT(RND 
I20)+129);:HOVE A,B-16:PRINT CHRKINTtRNDt 
20)+129>;CHR$(INT(RNDI20)+129)j:Pl0T-4,0,I 
NT(RNDt3)*l:NEU:TA60FF:CLS 
970 U=U-1:IF LI=0 THEN 990 
980 60T0 40 
990 GOTO 1330 

1000 SYMBOL AFTER 97:SYHB0L 97,255,128,128 
,128,255,B,B,255:SYHB0L 98,0,255,255,127,1 
27,63,63:SYHB0L 108,0,255,255,254,254,252, 
252:SYHB0L 109,0,0,32,168,112,112,168,32 
1010 SYMBOL 100,0,17,11, 7,20,55,116, 244:SY 
MBOL 101,0,32,96,224, 192,88,176, 160:SYHB0L 
102,231, 15, 15, 15,7,0, 119:SYHBDL 103,92,24 
0,224, 244,248,32, 1B4 

1020 SYMBOL 104,0,4,6,7,3,26, 13,5:SYHB0L 1 
05,0, 136,208,224, 40,236,46, 47:SYHB0L 106,5 
8,15,7,47,31, 4,29:SYHB0L 107,231,240,240,2 
40,224,0, 23B:SYHB0L 110,30,12,62,127,127,1 
27,60:SYHB0L 111.136,221,255,255,255,255,2 
55,255 

1030 SYMBOL 112,7,8,16,16,32,47, 127, 142:SY 

HBOL 113,255,0,4,8, 16,255,255:SYHB0L 114,2 

24, i 6, B , B, 4, 250, 254 , 1 1 3: SYMBOL 115,142,255 

, 255, 255, 122, 120, 120, 48: SYMBOL 116,0,25^,2 

55,255,126:5YHB0L 117,113,255,255,255,94,3 
0,30,12 

1040 SYMBOL 118,255,17,17,17,255,68,68,68 

1050 ENV 1,15,-1,8 

1060 RETURN 

1070 CLS:INK 1,G:INK 2,0: INK 3,0:F0R F=l T 

8 STEP 2:PL0T 4,220-F,l:DRANR 240,0:NEXT 

1080 FOR F=10 TO 80 STEP 2:PL0T 4,22Q-F,3: 

DRANR 220,0: NEXT 

1090 LOCATE 17, IScPRINT'pqr - ; :PEN 3:PRINT' 
pqr";:PEN l:FRINT' pqr pqr':LOCATE 17,16: 
PRINT"stu";:PEN 3:PRINT' stu B ;:PEN 1:PRINT 
' stu stu* 

1100 LOCATE 2,3:L0CATE 30,23:PRINT'LIVES'; 
LI:LOCATE 4,23:PRINT , SC0RE';SC 
1110 PRINT CHR$ ( 22) +CHR$ < 1 ) ; : LOCATE 1,17:P 
EN 2: PR I NT "0000000000000000000000000000000 
ooooooooo': PRINT CHR$ (22) +CHR$ (0) ; : PAPER 2 
■•FOR F=18 TO 20:L0CATE 1,F:PRINT' 

■:NEXT:FEN 
I: PAPER 

1120 PLOT 0,76,1:DRANR 639,0:DRAWR 0,323:D 
RAMR-639,0:DRANR 0,-323:PL0T 2,78:DRAWR 63 
5,0:DRAHR 0.31?: DRAHR-635, 0: DRAWR 0,-319 
1130 A=6:B=250:K=1:J=0:INK 1.26:INK 2,12:1 
NK 3,6 

1140 A$=' hi":B*=- jk-:TAG 

1150 HOVE A.B:PRINT A*;:MDVE A,B-16:PRINT 

Bl; 

1160 IF A)234 THEN B=B*2:GOT0 1230 

1170 IF N0T(INKEY(A1))AND INKEYtBDAND Ol 

AND A<234 THEN K=2:J=J+0.2:60T0 1210 
1180 IF NOTUNKEYtBlDAND INKEYtADAND M 

AND A<234 THEN K=1:J=J+0.4:60TO 1210 
1190 IF J>0.1 THEN J=J-0.1 1 

1200 A=A*J:GQTQ 1150 
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1210 A=A+J 
1220 60T0 1150 

1230 HOVE A,B:PRINT AS;:HOVE A,B-16:PRINT 

B$; 

1240 B=8-1:IF J>0.12 THEN J=J-0.12 

1250 IF A<586 THEN A=A*J 

1260 IF B<207 AND A<478 THEN 1290 

1270 IF B<174 THEN SC=SC+500: SOUND 1,200,0 

, 15, 1:TA60FF: LOCATE 9,23:PRINT SC:6DT0 149 



1280 60T0 1230 

1290 PL0T-4,0,3:H0VE A+16,B:PRINT A$(D);;H 

OVE A+16,B-16:PRINT A$(D+1);:F0R 6=0 TO 5: 

HOVE A+16,B:PRINT CHR$ (INT(RNDI20)+129> ;CH 

R$(INT(RNDI20)*i29)j:H0VE A+16,8-16:PRINT 

CHRS(INT(RNDI20)+129J;CHR$UNT(RNDI20)+129 

);:PL0T-4,0,INT(RNDI3)+l:NEn:TAGQFF:CLS 
1300 LI=LI-I:IF LI=0 THEN 990 

1310 60T0 1070 

1320 60T0 20 

1330 INK 0,0:INK 2,0:INK 3,0:B0RDER 0:PEN 

1:PAPER 0:HODE 1: IF SOHI THEN HI=SC:TAGOF 

F:LDCATE 13,10:PRINT"NEN HI6H SCOREMQCAT 

E 17,12:PRINT HI:F0R F=0 TO IOOOiNEXT 

1340 SC=0:L1=3 

T350 CLSiINK 1,0:L0CATE 9,2:PRINTMNTER6AL 
ATIC STUNTPARRQT" 

1360 RESTORE 1370:READ AS:FOR F=0 TO 16:P0 
KE 3200Q+F,VALI , 4 , +HID$(A$,Ft2+l,2»):NEn 

1370 OATA 427920526F62657274204275636B6C65 
79 

1380 RANDOMIZE TIHE:SYHBOL AFTER 39:TA6:F0 

R F=0 TO 16:PL0T-4,Q,INT(RNDI2)+2:H0VE FI3 

2+50,340+INT(RNDI6):PRINT CHR$(PEEKU60I20 

0+F));:NEU 

1390 TA60FF:LDCATE 12,10:PRINT , 1. JOYSTICK 

CONTROL' 

1400 LOCATE 12, 13:PRINT"2. KEYBOARD CONTROL 

■ 

1410 LOCATE 17, 16:PR1NT'3. START" 

1420 RESTORE 1491:ENV 2,7,-2,1,7,2,1,7,-2, 

1,7,2,1:INK 1,26:INK 2,24,6:INK 3,6,24 

1430 LOCATE 13,23:PRINT"HI6H SCORE n ;HI 

1440 Af=INKEYI 

1450 IF A*=M-THEN Al=74:Bl=75:0i=76 

1460 IF A$='2'THEN A1=67:B1=59:D1=30 

1470 IF A*='3"THEN 20 

1475 READ NO,DU:IF N0=-1 THEN RESTORE 1491 
:GOTO 1440 

1476 SOUND !,N0,-DU,15,2:SQUND 2,N0,-DU,15 
,2:S0UND 4,N0,-DU,15.2:60TQ 1440 

1480 SOTO 1440 

1490 CLS:INK 1,0: INK 2,0: INK 3,0 

1491 DATA 159,3,213,1,190,3,213,1,119,1,12 
7,1,142,1, 159,1,142,3,21?,1, 119,1, 127,1, 14 
2,1,159,1,142,2,213,2,106,8,95,2,106,1,159 
,1,106,2,119,2,127,2,190,1,159,1,127,2,142 
.2 

1493 DATA 127,4,119,1,127,1,142,1,159,1,14 
2,4,127,1,142,1,159,1,169,1,159,8,0,20,-1, 
-1 

1500 FOR F=70 TO 76 STEP 2:PL0T F,300,3:DR 
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AMR 0,-200:DRANR 50, 100: DRAWR-50, 100: NEXT 

1510 FOR F=12Q TO 126 STEP 2:PL0T F, 300,3: 
DRAHR 0,-200:DRAHR-50,100:DRANR 50,100:NEX 
T 

1520 FOR F=294 TO 300:PL0T 70,F,3:DRAWR 50 
,0:PLOT 70, F-97: DRAHR 50,0:PLQT 60,F+8,1:D 
RAHR 100,0:NEXT 

1530 MA=INT (RNDtoOO) +200: FOR F=10B TO !50 
STEP 2:PL0T NA,F,3:DRAMR 80 t 0:NEXT:PLDT HA 
,150,0:PLOT HA+80, 150:M0VE MA+20, 150:DRAHR 
40,0 
1540 PRINT CHR«(22}>CHR*(1);:LDCATE 1,19:P 

EN 2:PRINT D QQQO00aaOOOQQOOQO0OOODQQQOOODOO 

ooooooooo": PRINT CHR$ (22) +CHR» (0 ) : : PAPER 2 

:LOCATE l,20:PRINT" 

■:PEN !: PAPER 
1550 LOCATE 35,2:PRINT'P0NER':PL0T 558,350 
,1:DRANR 0,12:DRAKR 50,0:DRANR 0,-12:DRANR 
-50,0 

1560 LOCATE 2,3:L0CATE 30, 23:PRINT H LIVES'; 
LhLOCATE 4,23:PRINT , SCQRE";SC 
1570 INK 1.26MNK 2,24:INK 3,6 
1580 PLOT 0,76,1:DRAHR 639,0:DRAWR 0,323:D 
RAWR-639,0:DRANR 0,-323:PL0T 2,78:DRAWR 63 
5,0:DRAMR 0, 31?: DRAWR-635,0: DRAWR 0,-31?:A 
=I20:B=340:TA6:A«= I hi":B$=' jk' 
1590 HOVE A,B+16:PRINT" ';:HOVE A,B:PRIN 
T A$;:HOVE A,B-16:PRINT Bi: 
1600 K=0 

1610 IF N0TIINKEY(C1))THEN K=K+!:GQTO 1630 
1620 GOTO 1610 

1630 PLOT 559+K,352,2:DRANR 0,9 

1640 IF INKEYIC1ITHEN 1700 

1650 IF K<48 THEN K=KM:GDTO 1630 

1660 PLOT 559*K,352,0:DRA«R 0,8 

1670 IF INKEYICDTHEN 1700 

1680 IF KM THEN K=K-1:S0TQ 1660 

1690 60T0 1630 

1700 K=K/5+l:Z=2:PL0T-4,0,l 

1710 A=A+K:B=B+Z 

1720 HOVE A,BH6:PRINT" ';:H0VE A,B:PRIN 

T A$;:HOVE A,B-16:PRINT BS; 

1730 Z=Z-0.1:IF K>0.1 THEN K=K-0.1 

1740 IF B<149 THEN 1790 

1750 IF A>582 THEN K=0 

1760 IF TEST(A,B-34)=3 OR TEST(A+4a,B-34)= 

3 THEN 1780 

1770 60T0 1710 

1780 5C=SC+500: SOUND 1 ,200,0, 15, 1:TAG0FF;L 

OCATE 9,23:PRINT SC:GDTD 1320 

1790 PL0T-4,0,3:HDVE AH6,B:PRINT A$(D);:H 

OVE AH6,B-16:PRINT A$(D*1I;;F0R G=0 TO 5: 

HOVE A+16,B:PRINT CHRI(INTIRNDI20)H29);CH 

R$(INT(RNDI20)+129);:H0VE A+16,B-16;PRINT 

CHR$(INT(RNDI20}*129);CHRI(INT(RNDI20)*129 

) : : PLOT-4, 0, 1 NT (RND«3) + 1 : NEXT: TA60FF: CLS 

1800 LI=LI-1:IF L1=0 THEN 990 

1810 GOTO 1490 





Benjamin 
Gordon 
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8 MOVE 
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In "7 Jewels*' you are 
moving around a maze of 
100 rooms. To score a max- 
imum of 100 a & you have to 
collect 10 treasures and 
escape. There are 6 types of 
room, 2 types of treasure, 
tables, chairs. There Is a 
single key entry system e.g, 
you would press only "n" 
to go north. 

To move in the maze use 
keys: 



/ 



/ 




ex 

8 MOUES 



1 BORDER 0: INK 7: PAPER 0: CIS 



n — North 
s — South 
e — East 
w — West 
t — Take 
q — Quit game 



T 1 






2 CLEAR 



3 



You see the room from 
the top right hand corner. 

The game is database. 
The program draws the 
room, doors, tables, chairs 
from the data in the data 
base. The program updates 
the data as you move 
around the maze. There are 
six bits of data for each 
room: 



bits 



1 -4 exits/ doors 
bit 5 room size ( 1 -6) 
bit 6 f-. ^e 

So with some thought 
you could design your own 
mazes. 



cc 
JJ 

14 



LET 10 

5 LET a=2: LET d=2 

6 LET n=l: LET 5=0 

7 DIN j(7): DIM e(3) 
10 DIM d$(100,4) 

15 GO TO 200 

16 REM rooi varible 
20 DIM r$(100): LET r$=" 12531431 1 1513535 
2121435412113253652113241134142431434213 
2143435435342434124121243515243516536661 




u 



5 



4C 
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21 LET n=l 

25 REH more root varible 

30 DIM g$(100): LET g*= n 0120201021 122120 

120120120120121202012002011010212221221212 
120010000010201212021021120121212102020010 

40 REM room size 

50 LET ai=i8+l: IF r$(n) = T THEN LET a=2 
: LET d=2 

51 IF r$(n)="2" THEN LET a=2: LET d=l 

52 IF r*!n)="3" THEN LET a=l: LET d=2 

53 IF r$!n)="4" THEN LET a=l: LET d=l 

54 IF r$(n!="5" THEN LET a=3: LET d=l 

55 IF r«(n)="6" THEN LET a=3: LET d=2 
99 REM draw roou 

100 CLS : PLOT 5,5: DRAW al50,0: DRAW d«4 
0,d*40: DRAW -a!50,0: DRAW -dt40,-d*40: DR 
AW 0,40: DRAW d»40,dt40: DRAW 0,-40: DRAW 
0,-40: DRAW a*50,0: DRAW 0,-40 

101 FOR b=l TO 7: IF j(b!=n THEN INK 4: 
BRI6HT 1: FLOT 32,25: DRAW 5,5: DRAW 5,-5: 

DRAW -5,-5: DRAW -5,5: DRAW 5,-10: DRAW 5 
,10: DRAW -5,5: DRAW 0,-15: INK 7 

102 NEXT b 

103 FOR b=l TO 3: IF e(b)=n THEN GO SUB 

300 

104 NEXT b 

105 PRINT AT 0,0: PAPER 2;s:T': REM prin 
t score 

106 REM print number of moves 

107 IF ■=! THEN PRINT AT 1,0: PAPER 2;ib; 
" MOVE" 

108 IF iOI THEN PRINT AT 1,0; PAPER 2;m 
:" MOVES" 

109 IF n=100 THEN PLOT 65,5: DRAW 0,35: 
DRAW 20,0: DRAW 0,-35: PLOT 65,20: DRAW -3 
,0: DRAW 6,0 

110 IF d*(n.l)=-l- THEN PLOT d!40+a«50/2 
-5,5+d!40: DRAW 0,35: DRAW 20,0: DRAW 0,-3 
5 

111 IF d$(n,2)='l" THEN PLOT at50/2-5,5: 
DRAW 0,35: DRAW 20,0: DRAW 0,-35 

112 IF d*(n,3)=-l" THEN PLOT d»40/2-2,d* 
40/2-2: DRAW 0,35: DRAW 15,15: DRAW 0,-35 
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113 IF d$(n,4)= , l" THEN PLOT d*40/2-2+at 
50,dt40/2-2: DAW 0,35: DRAW 15,15: DRAW 0, 
-35 

114 IF g$(n)="l" THEN PLOT at50,5: DRAW 
0,10:DRAW 10,10: DRAW 0,-10: DRAW 0,10: DR 
AW -10,0: DRAW -10,-10: DRAW 0,-10: DRAW 
,10: DRAW 10,0 

115 IF g$(n)= , 2" THEN PLOT a!50+5,5: DRA 
W 0,25: DRAW 10,10: DRAW 0,-25: DRAW 0,10: 

DRAW -10,0: DRAW -10,-10: DRAW 0,-10: DRA 
W 0,10: DRAW 10,0: DRAW 10,10 

119 REN input+aoving 

120 LET f*=INKEY$: IF «=■ ■ THEN GO TO 
120 

121 IF f$="s" AND n=100 THEN LET 5=5+40: 
GO TO 170 

122 IF f$="s" AND d$(n,2)=T THEN PRINT 
10; "SOUTH': PAUSE 50: LET n=n+10: GO TO 5 



123 IF f$=V AND d$(n,3)=T THEN PRINT 
10; ■WEST': PAUSE 50: LET n=n-l: GO TO 50 

124 IF f$="e" AND d$(n,4)="l" THEN PRINT 
10; "EAST": PAUSE 50: LET n=n+l: GO TO 50 

125 IF f$="t" THEN 60 TO 150 

126 IF f$="q" THEN GO TO 170 

129 IF f$="n" AND d${n,l)="l* THEN PRINT 
#0; "NORTH 1 : PAUSE 50: LET n=n-10: GO TO 5 



130 GO TO 120 

149 REM "take" 

150 FOR b=l TO 7: IF j(b)=n THEN PRINT t 
0;"TAKE": LET s=s+5: LET j(b)=0: GO TO 50 

151 NEXT b 

152 FOR b=l TO 3: IF e(b)=n THEN PRINT t 
0;"TAKE": LET e(b)=0: LET s=s+5: PAUSE 50: 

GO TO 50 

153 NEXT b 
159 60 TO 120 



as 



169 REM quit 

170 PRINT #0; PAPER 2; INK 7; AT 0,2; "YOU 
SCORED ";s+10:"Z OUT OF 100X* 

180 PRINT #0; PAPER 1;; "PRESS ANY KEY TO 
START NEXT SAME- 
IS? PAUSE 100 
190 PAUSE 0: 60 TO 400 

199 REM data 

200 FOR n=l TO 100: READ d*(n,l TO 4): NE 
XT n 

201 DATA "0101", "OOliyOOll", "0111", "001 

o","oior, "ooir, "Olio*, "ono", "ono" 

202 DATA "1101", "0010", "0101", "1010", "010 

r, "loio", "ooor, "mo", "nor, "liio" 

203 DATA "1101", "0110", "1101", "0010", "100 
1", "0110", "0001", "1011", "1010", "1000" 

204 DATA "1001", "1010", "1101", "0010", "010 

r, "ion", "ooio", "oioi", "ooii", "Olio* 

205 DATA "0101", "0011", "1111", "0010", "110 
0", "0101", "0011", "1010", "0101", "1110" 

206 DATA "1100", "0101", "1010", "0101", "101 
0", "1100", "0001", "0011", "0110", "1100" 

207 DATA "1100", "1001", "0011", "1011", "001 
1", "1010", "0101", "0011", "0011", M010" 

208 DATA "1000", "0101", "0110", "0101", "001 
1", "0110", "1001", "0110", "0101V0110" 

209 DATA "0001", "1110", "1001", '1111", "001 
0", "1000", "0101", "1010", "1100V1100" 

210 DATA "0001", "1011", "0011", "1011", "001 
1", "0011", "1011", "0011", "1010", "1100" 

220 FOR n=l TO 7: READ j(n): NEXT n 

223 DATA 12,17,24,37,62,83,86 

224 FOR b=l TO 3: READ e(b): NEXT b 

225 DATA 5,30,44 
298 60 TO 20 

300 REM draw bottles 

301 PLOT at50/2+d»40/2-2,d*40/2: 

302 PRINT PAPER 4; AT 16,11;" " 



SPECTRUM 






303 DRAW 8,0: DRAN 0,10: DRAM -3,3: DRAW 
0,6: INK 2: DRAW 0,2: DRAW -2,0: DRAW 0,-2 
: INK 7: DRAM 0,-6: DRAN -3,-3: DRAM 0,-10 

304 BRI6HT 1: INK 2: PLOT 91,dt40/2+19: D 

RAH 1,0: DRAH 0,-3: DRAW 1,0: DRAN 0,3: IN 
K 7: 
310 60 TO 105 

399 REM picture between gaies 

400 CLS : FOR n=l TO 3: PRINT AT n+12,0; 
PAPER n;" ": 

NEXT n 

401 PLOT 30,50: DRAN 5,0: DRAH 0,20: DRAH 
-5,0: DRAH 10,0 

402 PLOT 50,50: DRAH -10,0: DRAH 0,20: DR 
AH 10,0: DRAH -10,0: DRAH 0,-10: DRAH 10,0 

403 PLOT 56,70: DRAH 0,-20: DRAH 5,0: DRA 
H 0,5: DRAH 0,-5: DRAH 5,0: DRAH 0,20 

404 PLOT 80,50: DRAH -10,0: DRAH 0,20: DR 
AH 10,0: DRAH -10,0: DRAH 0,-10: DRAH 10,0 

405 PLOT 83,70: DRAH 0,-20: DRAH 10,0 

406 PLOT 95,50: DRAH 10,0: DRAH 0,10: DRA 
H -10,0: DRAH 0,10: DRAH 10,0 

407 PLOT 108,60: DRAH 20,0: DRAH -10,0: D 
RAH 0,-10: DRAH 0,20 

408 PLOT 10,50: DRAH 0,20: DRAH -8,0 

410 PRINT AT 0,0;"LAST SCORE ";s+10;"X" 

411 PRINT AT 1,0; "LAST NUHMBER Of MOVES " 

m 

412 PRINT AT 0+3,0;"n-N0RTH" 

413 PRINT AT 1+3,0; "s-SOUTH" 

414 PRINT AT 2+3,0; "e-EAST" 

415 PRINT AT 3+3,0; "n-HEST" 

416 PRINT AT 4+3,0; "t-TAKE" 

417 PRINT AT 5+3,0; "q-QUIT" 

420 PRINT 10; AT 0,0; PAPER 2; 8RI6HT 1;"A 
NY KEY TO CONTINUE "; FLASH 1; PAPER 0;"L 



450 PAUSE 100: PAUSE 0: RUN 
455 REM to save gaae type 
500 SAVE "7 JEHELS+" LINE 1 



RUN 500 
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William Prew 

In 'Hippo Quest' you con- 
trol a hippo who has to 
reach the other side of the 
island inhabited by India: 
who fire arrows at you. 

Full instructions are in 
the program, but here are a 
few tips on how to type the 
program in. In order to fit 
the program into the 
available memory on my 
Beeb, I had to split the 
game into three parts. Type 
in the first part and save it 
as "HIPP1", then type in 
t he s econd and save it as 
"HIPP2", then lastly type 
in part three paying par- 
ticular attention to the 
Assembly language at the 
end of th e pr ogram, and 
save it as "HIPP3". 

If you do not use discs or 
do not have a Disk Filing 
System installed in your 
computer then you can 
leave out the downloader in 
the first few lines of the 
third program, otherwise it 
is extremely important to 
include the routine. Also 
save the third part of the 
program before you run it 
otherwise you will lose half 
of your program (only ap- 
plies to DFS owners) and 
that could be a bit 
disastrous couldn't it? 

As a suggestion for disc 
owners, you could split the 
program up into more 
parts, which could be load- 
ed as the game proceeds. 
This would enable more 
screens to be put into the 
game. 
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1BREH Hippo Quest. 
2BREH By Hi 11 ill Pre-. 
30REM Idea: Sarah Pre*. 
4BREh January 1985. 
»: 

68«FX 228,1 

7M0DE7 

8BPR0Cpicky 

98PR0Cload 
1IKND 
118: 

128DEFPRDCpicky 
J3BVDU147,157 
14BVDU31, 8,1, 147,157 
15BVDU31,B,2,147,157 

16BVDU3t,B, 3, 147,157,145 
17BPRINT-J 5 5 6'i 6 




i 



6'i 
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1B8VDU31, 8,4,147,157, 145 
19BPRINT'j 5 5 5 j 5 j 5 j' 
2B0VDU31, 8,5,147,157,145 
2tBPRINT , f "5 5 7'! 7'! 5 j" 
22BVDU31, 8,6, 147,157, 145 
23BPRINT"j 555 5 ep: n 
24BVDU31.B, 7, 147,157 
25BVuU3l,B,8,147,157,31, 16,8,147,157,145 
26BPRINT"6'i 5 j 7 1 6'$ '7!' 
27BVDU31,8,?,147,157,31, 16,9,147,157, 145 





288PRINT B 5 j 5 j up ep 5' 
29BVDU31,B, IB, 147, 157,31,16,10,147,157,145 
380PRINT'5 j 5 j 5 5 5' 
310VDU31,8,11, 147, 157, 31, 16, !1,H7, 157, 145 
320PRINT"ep* ep; up dp* 5' 
33BVDU3I,0,12, 147,157,31,16,12,147,157, 145 

34BPRINT' ", niiiTmtnii' 
35BVDU31,0, 13, 147,157 
368VDU31, 0,14, 147, 157 
37BPRlNTTABt2,18)CHR*132 - By" 

38BPRINTTAB(4 ? ll)CHR$132 , Hilhaa Pre*." 
39BENDPR0C 



4!8DEFPR0Cload 
42BVDU28, 12,21,35, 19 
43BCHAIN H HIPP2' 
440ENDPRDC 



10PR1NT 'Press the SPACEBAR" ; : REPEftTUNTlLGET=32 

2BPRQCdefine 
38HQDE7:PRQCinst 
4BHQDE2 
5BPRDCdisplay 
iBPRQCkeyorjoy 
7BH0DE7 
80CLS:PRQCload 
90END 
108; 

110DEFPROCdefine 

12BRESTORE180 

130FOR aZ=224 TO 234 

14BVDU23,al 

15BF0R bX=0 TO 7 

16BREAD chart: VDUcharz; 
17BMEU, 

18BDATA H0,tB8,&04,&24,&24,!iB4 l 6B6 l &FF 
19BDATA il8,WE,ltFF,iFF,l8I,M2,&24,U8 
2BBDATA i2fl,W6,iED,lFF,iFE,! I CC t S ( 78,i3C 
21BDATA WC^SA^C.^lFF^E^Wi 
220DATA UB,10B I »B 1 &3B,W8,IFF,&FF,&FF 
238DATA &H,62B,t6MFF,&FF,l(6B,&2B,M0 

24BDATA i6B ( iBB 1 tFD,i7F,WF,lBF,l7E,i3C 
258DATA M8,frl8,t7E r &7E,ttl8,Ua,frl8, > (Be 
26BDATA { t BB,&04,&B6,t E FF,tiFF,Si06,ti04,&BB 
27IDATA &F7,&F7,lF7 t iBB,&DF,tDF,ltDF 1 &B0 
2BBDATA iFF,i8B,lrB8,*8B 1 '<8B,&BB ) &88,iFF 
29flENVELQPEl t 3,8,a,B,0,B,0 t 126,-l,0,-5,126,8 
30BENVELDPE2,i,0,0,0,l,i,l,126,-4 l -i,-4,126,B 
310ENVELOPE3, 132,-1,0,0,58,8,0,20,-1,-1,-12,126,! 







%#fll 



32BENDPR0C 

330: 

340DEFPRQCkeyorjoy 

35BREPEAT 

360A=ADVAU0>AND1 

370UNTILA=IQRlNKEY-99 

38BENDPRQC 

391: 

48BDEFPR0Cinst 

410VDU31,B,l,15B:PRINT'j 5j 7k 7k 7k 7k 5j 7!6) 7" 

42BVDU31,0,2,150:PRINT'j,5j =. =. 5j 5j 5j =$"i 5" 

430VDU3l,0,3,l5B:PRINT"j 5j 5 5 UZ u: uz uBd; 5 1 

44»VDU3l l 16 1 4 t 15B:PRIHT -- "" 

450PRINT'You are HARRY the HIPPO. In search for" 

460PRINT°gald treasure you attack an Indian'' 

47BPRINT'castle. You lust scale 15 different" 

48BPRINT a scenes but you lust avoid arroHs fired" 

49BPRINT n at you and pits situated in various" 

500PRINT n places. However, you have 3 lives !" 

5lBPRINT'You score by finishing a scene and" 

52BPRINT B collecting the regaining bonus." 

538PRINT'CHR$I38 , Press the SPACEBAR or FIRE.'; 

54BPROCkeyorjoy 

55BCLS 

560PRINT"CHR$134'KEYS s" 

578PRINT" f0 - Sound off 

- Sound on' 

- Freeze gaae' 

- Continue' 

- Abort gaie' 

- Keyboard to Joystick toggle' 

- Joystick to Keyboard toggle" 
640PRINTCHR*134'CONTRQLS :" 
650PRINT'CTRL - Forward' 
660PRINT'RETURN - Juip" ' 
67BPRINTCHRJ134'Press the SPACEBAR or FIRE.'; 
iBBPROCkeyorjoy 

698ENDPRQC 



58BPRINT' fl 
59BPRINT' f2 
6B8PRINT' f3 
61BPRINT' f4 
62BPRINT" f5 
63BPRINT' f6 



71BDEFPR0Cdisplay 

72BVDM7,6,31 f i, 6, 226,17, 3:PRINT" - Harry the hippo' 

730VDU17, 2,31,1,9,224, 17,3:PRINT' - Grass' 

74BVDU17,3,31,1,12,229:PRINT' -Arrow (left!' 

75BVDU31, 1,15, 232: PRINT' - Arrow (right)" 

760VDU17, 1,31,1, 18,233, 17, 3:PR1NT' - Hall' 

77BVDU17,7,31, 1,21, 231, 17,6, 31, 1,22, 230, 17, 3:PRINT' - A dead Harry" 

78BVDU17,6,31,l,25:PRINT"press SPACE / FIRE'; 

790ENDPRQC 



81BDEFPRQC»aitlpritr> 
82BF0R delay=8 TO prrtr 
83BNEXTdelay 
B4BENDPR0C 
850: 

86BDEFPR0Cload 

87BPRINTTAB(B,2)CHR*134'Please wait while the gate loads.' 
B8BPRINTTAB(0,15)CHRS134'Uhen the gale has loaded the gate Mill 1 
898PRINTTAB(0,17)CHRfl34 l start automatically so be ready ..." 
908VDU28,t,9,15,5:CHA!N'HIPP3' 
91BENDPR0C 
)LIST 
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490IF IMKEY-115 THEN REPEATUNTILINKEV-11 



10«EY«tTA.iMDZ=PA6E-*EH:FDR IZ=PASE T 

TOP STEP4:Mi:-DI>=!II:NEIT:PA6E=lE8A»HO 
LDSMDEL. H v 3flSnRUNSn 

28*FX138 r B, 129 

38END 

4BPROCasseible 

5BCALL disable 

68REPEAT 

78key=TRUE 

80done=FALSE 

9BHOOE2:VDU23;82B2;0;fl;8; 
1B0IF NOT done PRQCgaie 

llilF done H0DE7:PR0CMord:PR0Ctable 

128IF hit KQDE7:PR0Ctable 

130UNT1L FALSE 

140: 

150DEFPROCga« 

168scene=l:cash=8 

178hippo=B:bonus=18B 

18BREPEAT 

198CLS 

20BPRQCdeHne 
21BPRQCbooleans 
220PRQCscene 
- 23BCALL wall 
24BIF scene<15 THEN CALL castle 
2SBC0L0UR2 

260PRINTTAB(2,24)STRIN6*115,CHR*233> 
27BC0L0UR1 

28BPRINTTA8I2,24)STRlNG$lscene,CHR*233> 
29flC0LOURl:PRINTTAB(7,23)'scene' 
38BPR0Chippo:IF scene=l PROCstart 
31BREPEAT 

32B1F INKEY-33 THEN *FX218,1 
33BIF INKEY-114 THEN #FX210 
34B1F 1NKEY-21 THEN PROCabort 
35BIF INKEY-117 THEN key=FALSE 
36BIF INKEY-1IB THEN key=TRUE 
37Bbonu5=bonu5-l 
38BPR0Chippo 
39BIF bonus=B PROCstun 

4B8IF one AND FNscrniaxiZ,ayiZ)=13B THEN 
PROCstun 

41BIF tMo AND FNscrn(ax2Z,ay2Z)=I3B THEN 
PROCstun 

42BIF three AND FNscrn(ax3Z,ay3Z>=13B TH 
EN PROCstun 

438IF opp AND FNscrn(ax4Z,ay4*>=13B THEN 
PROCstun 

44BC0L0u , R6:PRINTTABU7 ! 5>;bonu5i' " 
45BIF x_co<17 AND key=TRUE AND hit=FALSE 
AND INKEYt-74) THEN PROCjuip 
460joy=ADVAL (8) AND 1 

47BIF x_co<17 AND key=FALSE AND joy=l AN 
D hit=FALSE THEN PROCjuip 
480AZ=19:CALL osiford 




5l8axlZ=axl*-i 
51Bax2X=ax2Z-l 
528ax3Z=ax3X-l 



530ax4Z=ax4X+l 
549PRIHTTAB(axlZ*l,aylZ) - ■ 
S5«PRINTTAB(ax2Z*l ,ay2Z) " ■ 

56BPRINTTAB(ax3Ztl t ay3Z)' ■ 

578PRINTTAB(ax4Z-l,ay4Z)' ' 

58BIF AX1Z--I THEN axlZ=19 

59BIF ax2Z=-l THEN ax2Z=19 

6BBIF ax3Z=-l THEN ax3X=19 

61BIF ax4Z=19 THEN VDU3l,ax4Z,ay4Z,32:ax 
4Z=1 

620UNTIL done OR x_co>18 OR hit 

63BIF x_co>lB AND NOT hit PROCnext 

648UNTIL done OR hit 

65BENDPR0C 

668: 

678DEFPRQCscene 

68BC0L0UR2 

69BPRINTTAB(4, 28) "HIPPO QUEST 1 
7B8COLQUR6 

718PR[NTTAB(B,3)'CASH "jTABdBI'SCENE : 
■;scene 

72BPRlNTTAB(B,5);cash 
730PR INTTAB < 18 f 5) " BONUS :" 

74BPRINTTAB(18,7)-HITS :';hippo 
758CQL0UR2 

768IF scenes PRINTTAB(0,19)STRIN6*(20 t C 
HR*224>:cne=TRUE 

77BIF scene=2 PRINTTAB(0,19)STRIN8$(4 ? CH 
R$224);' ';STRING*U4,CHR$224):one=TRUE 

78BIF scene=3 PRINTTABI0,19ISTRINGJ(4,CH 
RJ224);* -;STRING»(4,CHRJ224);' 'STRIN8* 
(8,CHR*224):one=TRUE 

79BIF scene=4 PRINTTAB(0,19»STRINSH28,C 

HR*224):one=TRUE:t*o=TRUE 

BB8IF scene=5 PRINTTAB(8,I9)STRING«(8,CH 

RJ224);' ■;STRIN6*(lfl,CHR$224}:one=TRUEit 
mo=TRUE 

810IF scene=6 PRINTTABI0,19ISTRIN6$(5,CH 
R*224)j' ■;STRING*(4,CHR*224I;° "jCHR$22 

4}" , ;STRINBJ(5,CHR$224):one=TRUE:tHD^TRU 

E 

82BIF scene=7 PRINTTAB(B,19)STRlNGt(20,C 
HR$224):one=TRUE:t«o=TRUE:three=TRUE 

838IF scene=8 PRINTTAB(i,19)STRINB»(8,CH 
RI224);' 'jSTRIN6*(18,CHR*224):one=TRUE:t 
no=TRUE:three=TRUE 

84IIF scene=9 PRINTTABt0,19ISTRING*(4,CH 
W224)j" *;STRING*(4 f CHRt224); a "jSTRINfi 
$(5 f CHRS224);* - jCHR$224:one=TRUE:ti*o=TRU 
E:three=TRUE 

85BIF scene=ll PRINTTAB(B,19)STRING*{2B t 

CHR*224):one=TRUE:t*o=FALSE:three=TRUE:opp 
=TRUE 

86BIF scene=ll PRINTTAB(0,19)STRIN6*(2B, 

CHR$224):one=TRUEit*o=TRUE:three=TRUE:opp= 
TRUE 



878IF scene=12 PRINTTAB(B,19)STRINGt(5,C 
HRJ224);" , ;STRING*U3,CHR$224):one=TRUE: 
Uo=TRUE: thr ee=TRUE: opp=TRUE 

B8BIF scene=13 PRINTTAB(0,19)CHR«24CHR* 
224;" , ;STRIN6J(5,CHR$224>; 1 1 ;CHR*224CH 
RJ224;' ';STRINGt(5,CHR$224):one=TRUE:t«o 
=TRUE:three=TRUE:opp=TRUE 

B9IIF seene=14 PRINTTAB(8,19)CHR$224;' 
•iSTRIN6*(4 I CHR*224);* •;CHR*224;- ';STR 
IN6*(4,CHRJ224);' -;CHR$224 CHR*224:one=T 
RUE:t*o=TRUE:three=TRUE:opp=TRUE 

9B0IF scene=15 PRiNTTAB(0,19)CHR$224;' 
■;CHR*224;CHRJ224;' -;CHR$224;- ';STRIN6 
J(5,CHR*224)j' ';STRING$(6,CHR«24):one=T 
RUE:t*o=TRUE:three=TRU£:opp=TRUE 

91BIFscene=15 PRQCtreasure 

928ENDPR0C 

938: 

94BDEFPR0Cdefine 

95BPRINTTAB(8,18)STRING*(2B,CHR*321 

968IF bonus=8 THEN bonus=I00 

970x_co=0:y_co=18 

9B8axlX=19:aylZ=lB 

990ax2Z=16:ay2Z=18 
18BBax3Z=12:ay3Z=18 
181Bax4Z=2:ay4Z=lB 
1828ENDPR0C 
1830: 

lB4BDEFPROCbooleans 

l85Bhit=FALSE:app=FALSE 

iB6flone=FALSE:t»o=FALSE:three=FALSE 
lB78done=FALSE 

lBB8bonus=18B 

189BENDPR0C 

1108: 

lllBDEFPROChippo 

1128PR0Carrows 

U30COLOUR6 

IMBPRINTTABlx co f y co)' ■ 

U50IF INKEYt-2) AND key=TRUE THEN x co=x 
_co+l 

U6Biove=ADVAL(l)DIV256 

U7BIF iove<58 AND key=FALSE THEN x co=x 
co+1 

118BIF FNscrn(x_co,y_co*l)-32 PROCstun 
1198IF FNscrnix_co,y_co)=133 PROCstun 
I2BBPRINTTAB(x.co T y.co)CHR$226 
1218ENDPR0C 




185 
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1228: 

1238DEFPR0Carro« 

124BCQLQUR3 

125IIF one PRlNTTABlaxlI,aylZ)CHR$229 

1268IF t*o PRINTTAB(ax2X,ay2Z)CHRJ229 

127BIF three PRlNTTA8lax3X,ay3X)CHR*229 

1288IF opp PRINTTAB(ax4Z,ay4X)CHR$232 

1298ENDPR0C 

1388: 

1318DEFPRQC*aitlt} 

132BF0R d=B TO t 

133BNEXT d 

134BENDPRQC 

1356: 

136BDEFPR0Cstun 

137BPRDCarrons 

138BVDU17, 6,31, x_co,y_co,23B, 17,7,31, x_co 

,y_co-l,231 

t39BSQUND3,3,58,2B 

1488hippo=tuppo*l 

141BC0L0UR6:PRINTTABU7,7);hippo 

1428PRQCHait(58B8) 

14381F hippo=3 THEN PRQCover 

144ePRIHTTAB (x_co ,y_co> ■ ■ 

145BPRIMTTAB(x_co,y.co-n' " 

146BPR0Cdefine 

1478ENDPR0C 

148B: 

149BDEFPRQCover 

1S8BREST0RE 156B 

151BF0R ausic=l TO 11 

152BREAD p,d:5QUND3,l,p,d 

1538S0UND3,8 t B t l 

154BNEHQUS1C 

1558PR0Cnait(4B8B> 

1568DATA81, 16,81,12,81,4,81,16,93,12,89,4 

,89,8,81,8,81,12,77,4,81,24 
1578CQL0UR5 
158BREST0RE164B 
159BF0R a=l TO 9:READ aessaaet 

16BBCOL0URRNDI4) 
161IPRlNTTAB(4+i,14);tessage$ 

162IPR0CHit(7B) 

163BNEXU 

164BDATA 6,A,H,E," " t 0,V,E t R 

165Bhit=TRUE 

166BPR0CHait(4B8B) 

167IENDPR0C 

168B: 

169BDEFPR0Cnext 

17B8PR0Carrons 

171K0L0UR6:VDU31,x_co,y_ca,226 

172BC0L0UR6 





173BPRINTTAB(2,3B)'PART ';scene;" CONQUER 

ED" 

1748scene=scene*l 

1758cash=cash+bonus 

176BREST0RE181B 

177BFORiusic=l TO 8 

178BREADp,d 

179BS0UN03,l,p,d 

lBBBNEXTiusic 

181BDATA 52, 18,68, 18,88,18,68,18, 72,11, 68 
,5,68,5,52,28 

1828PRQCMait(5flBB> 

183BIF 5cene=16 PROCcongrat 

1B4BENDPR0C 

1858: 

l868DEFPRQCstart 

187BREST0RE1928 

18BBF0Rtune=l TO 12 

189BREADp,d 

19BBS0UND3,l,p,d . 

LMMEITtUM 

1928DATA 52,18,68,5,68,5,72,18,68,18,68,2 
B,52,2B,72, 18,68, 1B,6B, 18,52, IB, 52,28 

193BPR0Citaitl5BBB) 

194BENDPR0C 

1958: 

1968DEFPR0Cjuip 

197BC0LOUR6 

198«PRINTTABtx_co t y_co>" "iTAB(x_co,y.co- 

DCHR*226:PR0CHaitt8B) 

199BPRINTTABlx_co,y_co-n' ";TAB(x_co+l,y 
_CQ-2)CHR*226:PRQCnait(8B) 
~2BBBPRINTTAB(x_coH,y_co-2)' ■jTAB(x.co+2 
,y_co-2)CHR*226:PR0Cnait(8fl) 

2BlBPRINTTAB(x_co+2,y.co-2»' 'iTAB(x_co*3 
,y co-liCHR$226:PR0C«aitt8B) 

2e2BPRINTTABix_co*3 t y_co-l)' ';TAB<x_ca+3 
,y_co)CHR$226:PRQCnaiU8B) 

2B3Bx_co=x_co*3 

284BENDPR0C 
2B5B: 

2B68DEFPR0Ctreasure 
287BVDU17, 135,17,1 

2B8BVDU31,8,9:PRINTSTRIN6t(2B,CHR$233) 
2B9BPRINTTAB(B,18)STRING$l2B,CHRt233) 
21BBPRINTTAB(B,ll)STRIN6*i2B,CHR*233) 
211BPRINTTAB(8,12>STRING*U6,CHR*233» 
2128PRINTTAB(B,13)STR1NG$15,CHR«33) 
213BVDU31, 2, 11,32,31,6, 11,32, 31, 18,11,32, 
31,14,11,32 
214BVDU31, 15,11, 137, 137, 17, 15,71, 17, 135,1 

7,1,137,137 

215BVDU31,15,12:PRINTSTRINB$(5,CHR$233) 

216BVDU3l,15,13:PRINTSTRINSJ(5,CHR$233) 
2178VCU3I,15,14:PRINTSTRINB*(5,CHR*233» 
2188VDU31,19,14,137,31,19,15,137,31,19,16 

,137 

219BC0L0UR128 
22B8ENDPR0C 

2218: 

2228DEFPR0Ccongrat 
2238cash=casti+5Bfi 



224Bdone=TRUE 

225BREST0RE 232B 

226BF0R IUftC'1 TO B 

2278READ p,d 

228BS0UND3,l,p,d 

229BNEXTwsic 

23BBPR0C«ait(4BB8) 

231BENDPR0C 

232BDATA95,B,83,3,75,6,B3,6,63,6,55,5,63 

,2,47,9 
2338: 

234BDEFPROCkeyorjoy 
2358REPEAT 
236BA=ADVAL(B)AND1 
237IUNTILA=10Rl*KEY-99 
23BBENDPRQC 
2391: 

24BBDEFPR0CUbU 
241BPR0Cai«nd:CLS 
2428PRINTTAB(I,1)CHR*131CHRJ141'HIPP0 QUE 

ST hall of fan' 

243BPRINTTAB(B,2)CHR$131CHR*141"HIPP0QUE 

ST hall of fate' 

244BPRINTTABU,3)' by Nilliai PreM. Idea: 

Sarah Pre*" 

245BF0R 1=8 TO 7 
246BVDU32,32,I+49,46:PRINTTAB(4)CHR*134;& 

cU»TAB(9)\.. B )$<Utt*I*19r 

247BNEXT 

248BPRIHTCHR$136" Press the SPACEBAR or F 
IRE to replay."! 
249BPR0Ckeyorjoy 
258BENDPR0C 

2518: 

252BDEFPR0Caaiend 

25381F cash<=5c(7) ENDPROC 

254BFOR 1=7 TO B STEP-1 

255BIF cash>scU) sc(I+l)=sc(I):$(naie*It 

♦I)tl5)=$(na«e*ltl5):fix=l 

256BNEXT 1 
257Bsctfix)=cash 

2588PRINTTAB(9,6)CHR$134'WELL DONE !" 
259BPRINTTAB(6,8ICHR$131 , Y0U SCORE MAS '; 

cash 
26BBPRINTTAB(5,lfl)'PLEASE ENTER YOUR NAME 



261BVDU31, 5, 12,131, 157,132,31,26,12,156,3 

1,9,12:«FX15 

2628!t(9B0=naae+Hxtl5 

263BW82=14 I 

264B?19B3=32 I 

2658?19B4=127 

266BXX=B:YX=l?:AX=B 

2678CALL QSHQrd I 

268BENDPR0C | 

2698: 

27BBDEFPROC«ord 

27t8PR0C<ait 15881 
2728PRINTTAB(B,5)CHR*134CHR$136"C0N6RATU. 

AT10NS !!' 
273BPR1NTTAB(4,7)"Y0U HAVE REACHED THE TB 

EASURE .. !' 
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274BPRINTTAB(4 ! 9»'CAN YOU DO IT AGAIN 
LIT THIS' 

275BPRIHTTftB(4, 1 1 > "TIHE TRY IT SO IT'S 
T A FLUKE ! ' 

276BPRINTTAB(9,15)CHR$136 CHR$13l u, SPACE 
or FIRE'"! 

277BPR0Ckeyorjoy 

278KLS:PR0CMitt5BI) 

279BENDPR0C 

28BB: 

281BDEFPR0Cabort 

282BVDU22.7 

283BPRINT"" 

284BS0UND3,1,54,2 

285BEND 

2968: 

287BDEFFNscrnlx,y) 
288BVDU3l,x,y 

2898CALLpeek 

291B: 

292BDEFPR0Casseibie 

2930DIM sc(8),naie 158 

294Bo5*rch=liFFEE:o5byte=iFFF4 
2-958oaword=tFFFl 

296BF0R pass=B TO 2 STEP2 
297BPX=*900 
298BiOPT pass 
299B.disabIe LDAft22B 

3IIILDXIMI:LDYMS1 
1B1BJSR osbyte 

3B28RTS 

3B3B.peek 

3B4BLDAU35:J5R osbvte 

3B5BSTU7B 

3B6BRTS 

3B7B.tiall LDU.8 

3B8BLDAU1:JSR osurch 

3B9»LDA68:JSR osNrch 

31HBLDAft2B:JSR osorch 

311flLDA617:JSR os*rch 

3I2BLDAfti32:JSR os-rch 

3138LDA&17:JSR osNrch 

314BLDAfc3:JSR osurch 

31SHDAU33 

316B.print INI 

317aDAI233.il 

318BJSR osMrch 

319BCPXM6B 

328BBNE print 

32tBLDAM7:JSR osurch 
322BLDAM2B:JSR os«rch 
323BRTS 
324B. castle 
32SUDXM 

326BLDAfc3kJSR osxrch 
3278LDAr.B;JSR osurch 
328BLDAfi?:JSR osiirch 
329BL0AM7:JSR os-rch 
33B8LDAfit35:JSR osNrch 
33IBLDAIti7:JSR osurch 



332BLDAftl:JSR osurch 

3338LDA&233 

334B.lono INX 

335BLDAfc233,X 

336BJSR osHrch 

337BCPXft6B:BNE long 

3388LDAM7: JSR osurch 

339BLDAM28:JSR osurch 

34BBL0Afe25: JSR osttrch 

341BLDA&4:JSR osurch 
342BLDAM279 HOD 256:JSR os»rch 
343BLDAM279 DIV 256: JSR osurch 
344BLDAIi638 HOD 25a:JSR ositrch 
345BLDAfi638 DIV 256:JSR oswrch 
34ABLDAR25:JSR ositrch 
347flLDAF»5:JSR osurch 
34BBLDAM279 HOD 256:JSR oswch 
349BIDAM279 DIV 256:JSR osurch 
35BBLDAM3B HOD 256:JSR os*rch 
351BLDAM3B DIV 256:JSR osiirch 
352BRTS 
353fliNEU 
354BREST0RE359B 
355BF0R A=0 TO 7 

356BREAD N*:*(na»e*A*I5)=N*:sc (AJ=40B- 

A 

357BNEX7A 
3S88ENDPR0C 

359BDATA KETCHUP, DADDY'S SAUCE, BOFFIN, 
HICR0,AND HE', SARAH, HIPPO, HARRY 





5t§ 
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In Lawn Mower, you con* 
trol a very powerful lawn 
mower. Your aim. Is to mow 
r.he lawn before your oil 
and fuel runs out- V 
fuel is used up at a fairly 
constant rate as you go 
about your Job, However, 
your oil gets used up if you 
go over a patch which has 
already been mowed. 



The lawn is littered with 
rocks and fuel cans. If you 
o over a fuel can then your 
uel level will increase; if 
you hit a rock or hit the 
fence then you will re- 
bound. On higher skill 
levels the number of rocks 
increases while the number 
of fuel cans decreases. 
At the bottom of the 



screen your fuel and oil 
levels are displayed. Oil is 
only used up if you go over 
any part of the lawn that 
has already been mowed. 
There is one oil can at the 
top of the screen, on the 
fence. If your oil gets 
dangerously low then go in- 
to the oil can and your oil 
level will increase. 



Control of the lawn 
mower is achieved either by 
using the keyboard or us- 
ing a joystick. A screen will 
be completed when only the 
rocks remain, whereupon 
you will automatically pro- 
gress to the next skill level 
(in which there will be 
more rooks and fewer fuel 
cans). 



10 
20 
30 
40 
50 
60 
00 
70 



GOSUB 
GOSUB 
GOSUB 

GOSUB 
GOSUB 



'udg'5 etc 
'skill level 
'set up array 
'set up screen 
'start sound 

S0105IF 



fuel=0 THEN 51 



IF NOT 



1000 
2000 
3000 
4000 
5020 
fuel =*uel-l: GOSUB 

ELSE GOSUB 6000 

IF NOT INKEY<up> THEN dir=l ELSE 

INKEY(down) THEN dir=2 

80 IF NOT INKEYUeft) THEN dir=3 ELSE IF NO 

T INKEY(right) THEN dir=4 

90 nx=mx+dx (dir> :ny=my+dy <dir) 

100 ON lawn<nx,ny>+l GOTO 200,300,400,500,6 

00 , 700 

200 SOUND 132,0,-20,0,3,0, 15:L0CATE m>:,roy:C 

ALL &BD19:PRINT" "; : inx=nx : my=ny: LOCATE mx,m 

y: PR I NT mower* <dir) ; : lawn <mx ,my ) =1 : score=sc 

ore+l:IF score=final THEN 800 ELSE 60 

300 SOUND 132,0,-20,0,3,0, 1 :oi l=oi 1 -2: GOSUB 

5000: IF Qil=0 THEN 5200 
310 LOCATE m f ;,(ny:CALL &BD19: PRINT" ";:mx=nx 
:my=ny:LOCATE mx,my:PRINT mowerttdir ) ; :GOTO 

60 
400 SOUND 130,500,0,0,2:ail=oil-2:GDSUB 500 

0: IF oil=0 THEN 5200 

410 fuel=-fuel-l:GDSUB 5010: IF fuel=0 THEN 5 

100 

420 IF dir=l THEN dir=2 ELSE IF dir=2 THEN 

dir=l 




430 IF dir«3 THEN dir=4 ELSE IF dir=4 THEN 
dir=3 

440 GOTO 60 

500 SOUND 129,90,0,0, 1 , 1: f uel=f uel+50: IF -fu 

el > 450 THEN -fuel =450 

510 MOVE 620,24:MOVER i uel-450,0: DRAWR -50, 

0,7: GOTO 200 

600 SOUND 130, 500,0,0, 4, 2:ail=oil-2:G0SUB 5 

000: IF oil=0 THEN 5200 

610 GOTO 410 

700 SOUND 129,80,0,0,2,3:lawn(10,l)=4:lawn< 

11 ,1)=4: LOCATE 10,1:PEN 4:PAPER 5:PRINT CHR 

* (246) CHR* (246) ;: PAPER 13:PEN 

710 oil=oil+260: IF ox 1 >450 THEN oil=450 

720 MOVE 620,8:MOVER oi 1 -450,0: DRAWR -260,0 

,I0:GOTO 410 

800 oil=oil-4:IF oil<0 THEN 820 ELSE score= 

score+sk 

810 SOUND 129,oi 1+50: GOSUB 5000:GOSUB 6000: 

GOTO 800 

820 fuel=*uel-4: IF *uel<0 THEN 8000 ELSE sc 

ore^score+sk 

830 SOUND 129,-fuel+50:GDSUB 5010:GOSUB 6000 

:GOTO 820 

840 FOR i=l TO 1000:NEXT:PEN 2:PAPER 5 

850 LOCATE l,l:SOUND 129,0,0,0,1,0,1 

860 PRINT STRING*(25,il>:L0CATE 3,12:PRINT" 

GAME OVER" 

870 FOR i=l TO 3000: NEXT: I ast . score=score+s 

core2: IF last. scare/hi .score THEN hi.score= 

last. score: GOSUB 8500 

880 score2=0 

890 GOTO 20 

900 SYMBOL AFTER 240 

910 MODE 1:PEN 1 : PAPER 0:CLS 

920 PRINT"LAWN MOWER PROGRAM STOPPED." 

930 PRINT: PRINT 
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&BC02: RANDOMIZE TIMErS 



940 BORDER 1 

999 END 

1000 DEFINT a-z:CALL 
YMBOL AFTER 32 

1010 SYMBOL 240,60,24,24,24,36,255,219,255 

1020 SYMBOL 241,255,219,255,36,24,24,24,60 

1030 SYMBOL 242,224,224,177,239,177,224,224 

1040 SYMBOL 243,7,7,141,247,247,141,7,7 

1050 SYMBOL 244,255,129,189,161,185,161,129 
,255 

1060 SYMBOL 245,0,0,24,60,126,126,255,255 
1070 SYMBOL 246,85,85,255,B5,B5,255,B5,B5 

SYMBOL 247,255,36,255,36,255,36,255,36 

REM 

rock*=CHR* (245) : fuel *=CHR* (244) 

hi . 5core=0 

score=0 

fuel=0 

oil=0 

DIM lawn(20,23) 

-1,5, ^,1,10, -5, 1,5, 5,1 
FNr (x)=INT(RND»x+l) 
1,1,10,1,10,-1,20 



1080 

1090 

1100 

1110 

1120 

1130 

1140 

1150 

1160 

1170 

1180 

1190 

1200 

) 



ENT 
DEF 
ENV 
REM 



mower* ( 1 ) =CHR* (241 ) : mower J (2) =CHR$ (240 



1210 mower*(3)=CHR*(242> :mower*(4) =CHR* (243 



) 



1220 dx(l)=0:dx(2)=0:dx(3)=-l:dx(4)=l 
1230 dy(l)=-lsdy(2>«l:dy(3)=0:dy(4)=0 

2,1,15,1,15,-1,5 

3,1,8,1,1,-8,1 

4,1,15,1,15,-1,10 

-2,1,50,1,2,-50,1,1,50,1 
5,1,8,1,8,-1,1 

SYMBOL 248,0,0,30,63,127,191,127,63 
SYMBOL 249,2,12,56,240,224,192,128,0 



1240 

1250 

1260 

1270 

1280 

1290 

1300 

1310 

1320 

1330 

1340 

1350 

1360 



ENV 
ENV 
ENV 
ENT 
ENV 



ENT -3,1,-1,1 



last.score=0 
SPEED INK 30,30 
ENV 6,1,15,1,15,-1,40 
ENT -4,30,-4,1,1,120,1 
ENV 7,1,15,1,7,-1,2,1,0,30,8,-1,10 
1370 SYMBOL 48,&FE, &B2,S«B2,&E2,S<E2,&E2,S,FE, 

1380 SYMBOL 49,Sc38,8,B,8<38,Sc3S,&38,&3a i 

1390 SYMBOL 50, WE f 2, 2,&FE,&E0,8<E0,&FE,0 

1400 SYMBOL 51,&FE,2,2,8 ( 7E,&E,&E,&FE 1 

1410 SYMBOL 52, 5,80, 8.80, &C4,3<C4,&FE,?<1C,8.1C, 

1420 SYMBOL 53,&FE,8<C0,&C0,&FE ,8.E,&E,&FE,0 
1430 SYMBOL 54,S<FE f *c80 s &B0 f *FE,&E2 f 8£2,&FE, 

1440 SYMBOL 55,&FE,2, 4,S,i8,&3B,&3S,&3B,0 
1450 SYMBOL 56,&7C,?.44,8<44,ScFE,&E2, &E2,S<FE, 

1460 SYMBOL 57, &FE, 8,82, &>82, &FE,&E,&E,&FE,0 
1470 ON BREAK GOSUB 900 

1999 RETURN 

2000 z!=FRE(""):MODE 0:EI:spd=4 
2010 PEN 2: PAPER 3: CLS: BORDER 8 
2020 PRINT TAB (6) "LAWN MDWER":PEN 
2030 PRINT TAB (6) STRING* (10, 208) 
2040 PRINT:PRINT:PEN 12 

2050 PRINT TAB (2) "Enter skill level" 
2060 PRINT:PRINT:PEN 4 

2070 PRINT TAB(4)" < 1 > - easy":PRINT TAB( 
4>" < 9 > - hard" 
2080 PRINT 

2090 PEN 10:LOCATE 2,15:PRINT CHR*(164>" T 
Mughal 7. 3. 85": GOSUB 2340 
2100 x = l:y=12.-PEN 5: AFTER 5 GOSUB 9000 
2110 LOCATE x,y:CALL &BD19:PRINT CHR*<24; 
FOR i=l TO 10:NEXT 

2120 x=x+l:IF x=21 THEN x=x-l; PAPER 
2200 
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11 



) : 



12:GQTC 



AMSTRAB 



:*=INKEY*:IF zt>=" V> AND z*<="9" THEN 



2130 

2300 

2140 LOCATE x-1 ,yi PRINT" " : GOTO 2110 

2200 LOCATE x,y:CALL ScBD19:PRINT CHR*(242); 

FOR i=l TO 10:NEXT 

2210 x=x-l:IF «=0 THEN x=x+l:PAPER 1 : GOTO 2 
110 

2220 

2300 

2230 

2300 
2310 
2320 
2330 



Z*=INKEY*:IF z*>=" 1" AND z*<="9" THEN 



":GOTO 2200 



LOCATE x+l,y:PRINT" 
PEN 1: PAPER 
sk=VAL(z*> 
no.rock=sk*3 

no. -fuel =28-no. rock : GOSUB 7500: DI ; zz =RE 
MAIN(0):RETURN 

2340 PEN 12:L0CATE 2,20: PRINT"last score ■" 
;:PRINT USING "#####*». last . score 
2350 LOCATE 2,22:PRINT"high score :"::PRINT 
USING "######"■ hi. score 

2999 RETURN 

3000 ERASE lawn: DIM lawn (20,23) 

3010 FOR x=l TO 20:lawn(x,l)=4:lawn(x,23>=4 

: NEXT 

3020 FOR y=2 TO 22: lawn ( 1 , y> =4: lawn (20, y> =4 

* Nt A I 



3030 

3040 

3050 

3060 

3070 

3080 

3090 

3100 

3110 

3120 

3130 

3140 

3150 

3160 

3170 

3999 

4000 

4010 

4020 

4030 

4040 

4050 

7>; 

4060 LOCATE 20,y:PRINT CHR*(247) ; 
4070 NEXT 

WINDOW #1,2,19,2,22 
PAPER #1,12 
CLS #1 

FOR y=2 TO 22: FOR x=2 TO 19 

IF lawn(x,y)=2 THEN LOCATE x,y:PEN 0;P 
13:PRINT rock* 

IF lawn(x,y)=3 THEN LOCATE x,y:PEN 15: 
PAPER 3:PRINT fuel* 

4140 NEXT x,y 
score=l 
dir=FNr (4) 
PEN 0: PAPER 12 

LOCATE mx,my:PRINT mower*(dir) 
PEN 2: PAPER 5 



FOR i=l TO no. rock 

x=FNr (lB)+l:y=FNr (2D+1 

IF lawn(x,y)>0 THEN 3040 

lawn (x ,y ) =2 

NEXT 

FOR i=l TO no. fuel 

x=FNr (18) :y=FNr (2D+1 

IF lawn(x,y)>0 THEN 3090 

lawn (x ,y ) =3 

NEXT 

mx =FNr ( 1 8 ) + 1 : my=FNr (21)4-1 
IF lawn (mx, my) >0 THEN 3130 
f inal=350+no. fuel 
lawn (mx ,my)=l 

lawn (10,1) =5: lawn (11,1) =5 
RETURN 

MODE 

BORDER 10: PAPER 5: CLS 
PEN 4 

PRINT STRING* (20, 246); 

LOCATE I, 23: PRINT STRING* (20,246) ; 

FOR y=2 TO 22:L0CATE l,y:PRINT CHR*(24 



4080 
4090 
4100 
4110 
4120 
APER 
4130 



4150 
4160 
4170 
4180 
4190 




4200 LOCATE 1 ,24: PRINT"FUEL" 

4210 LOCATE 1 ,25: PRINT"OIL" : LOCATE 1,1 

4220 fuel =450: oil =450 

4230 MOVE 620,8: DRAWR -oil ,0,10 

4240 MOVE 620,24: DRAWR -fuel ,0,7 

4250 LOCATE 10,1: PRINT CHR* (22) CHR* < 1 ) ; 

4260 PEN 10:PRINT CHR* (248) CHR* (249) CHR* (22 

)CHR*(0) ;: PAPER 4:PEN 3 

4270 LOCATE 2,23:PRINT USING "#»#«#*" ; scare 

+score2;: LOCATE 14,23:PRINT USING "##«#*#"; 

hi. score; 

4999 RETURN 

MOVE 620,8:DRAWR oi 1 -450,0,5: RETURN 
MOVE 620,24:DRAWR fuel-450, 0,5: RETURN 

FOR p=15 TO 1 STEP -1 
SOUND 129, 0,0,0, 5, 0,p 



AMSTRAD 



5000 

5010 

5020 

5030 

5040 

5050 

5100 

5200 

5210 



i = l TO 20 



FOR i=l TO 100: NEXT i ,p 

PEN 0: PAPER 13: RETURN 

GOTO 5200 

FOR p=15 TO STEP -1 

SOUND 129,0, 10, p/2,0,0,p:FOR 

0:NEXT 

5220 NEXT p 

5230 GOTO 840 

6000 LOCATE 2,23:PAPER 4:PEN 6:PRINT USING" 

######" ;score+score2;: PEN 0: PAPER 13: LOCATE 

m:(, my: RETURN 
7000 MODE 2: FEN 1 : PAPER 
7010 WHILE INKEY*<>"":WEND 

7020 END 

7500 PEN 2:FAPER 5:L0CATE l,l:SOUND 129,0,0 

,0,1,0,1 

7510 PRINT STRING*(25,11) 

LOCATE 6,2:PRINT"LAWN MOWER" 

REM 

REM 

REM 

REM 

REM 

REM 

LOCATE 8,7 

PRINT"press":PRINT:PEN 15 

TAB (6) "SPACE-BAR": PEN 2: PRINT 



7520 

7530 

7540 

7550 

7560 

7570 

7580 

7590 

7600 

7610 

7620 

7630 

7640 



PRINT 
PRINT 
PRINT 
WHILE 



TAB(IO) "ar":PRINT:PEN 15 
TAB(5)"FIRE-BUTT0N":PEN 2 
INKEY*<>"":WEND -flush keyboard 



buffer 

7650 IF NOT INKEY(76) THEN PRINT CHR*(7):up 

=72: down=73:left=74:nght=75:CLS: RETURN 

7660 IF INKEY(47) THEN 7650 

7670 PRINT CHR*(7) :PRINT" up A down-.Z 

'': PRINT 

7680 PRINT" left..< right. >" 

up=69: down=71 : lef t=39: ri ght=31 

PRINT:PEN 14:PRINT" press any key" 

WHILE INKEY*<>"":WEND 

WHILE INKEY$="": WEND: CLS: RETURN 

FOR i=l TO 1000:NEXT:PEN 15:PAPER 5 

score2=score+score2: LOCATE 1,1: SOUND 1 

29,0,0,0,1,0,1 

8020 PRINT STRING*(25,11) 

B030 LOCATE 6, 12: PRINT"6ET READY" 

8040 FOR i=l TO 1000:NEXT 

8050 sk=sk+l:IF sk=10 THEN sk=9 

8060 no.rock=sk*3:no. f uel=2B-no. rock 

8070 GOTO 30 

8500 CLS 

B510 LOCATE 6,2: PEN 3: PAPER 1 



7690 
7700 
7710 
7720 

8000 
B010 




8520 PRINT"LAWN MOWER" 

8530 SOUND 130,200,0,0,6,4 

8540 PEN 15:PAPER 6 

8550 LOCATE 4,12 

8560 PRINT"new high score" 

8570 LOCATE B,14:PRINT USING"ttH##tt#" ; hi . sco 

re 

8580 FOR i = l TO 7000: NEXT 

8590 LOCATE 1 , 1 : SOUND 129,0,0,0,1,0,1 

8600 PRINT STRING*(25,11> 

8610 RETURN 

9000 READ p,d:IF p=999 THEN 9020 

9010 SOUND 130,p,0,0,7:AFTER d*spd GOSUB 90 

00: RETURN 

9020 IF RND>0.5 THEN RESTORE 9500 ELSE REST 

ORE 9600 

9030 GOTO 9000 

9500 DATA 319,6,284,2,319,4,358,4,379,4,358 

,4,319,8,426,4,379,4,358,8,379,4,358,4,319, 

B, 319, 6, 284, 2, 319, 4,358, 4,379,4,358,4,319,8 

,426,8,319,8,379,4,478,28 

9510 DATA 35B, 4, 358, 4, 358, 4, 319, 4,284,8,319 

, 8,358, 4, 2B4, 4, 319, 4, 319, 4, 358,16,358,4,358 

,4,358,4,319,4,284,8,319,8,358,4,284,4,319, 

4, 319, 4, 35B, 16,319,4,319,4,319,4,319,4,426, 

8, 426, 8, 319, 4, 358, 4, 379, 4, 426, 4, 47B, 16 

9520 DATA 358,4,358,4,358,4,319,4,284,8,319 

,8,358,4,284,4,319,4,319,4,358,32 

9530 DATA 239 ,4, 47B, 4, 358, 8, 239, 2, 253, 2, 284 

,2,319,2,358,2,319,2,284,2,253,2,239,4,478, 

4,35B,8,239,2,239,2,239,2,239,2,253,4,253,4 

9540 DATA 284,2,284,2,284,2,284,2,319,8,239 

,2,253,2,284,2,319,2,358,2,319,2,284,2,253, 

2 , 239 , 4 , 478 , 4 , 358 , 24 

9550 DATA 478,2,358,2,358,2,358,2,358,2,358 
, 4, 478, 2, 47B, 2, 284, 2, 284, 2, 2B4, 2, 284, 2, 284, 
4, 35B, 4, 239, 4, 284, 4, 239, 4, 2B4, 4, 239, 4, 478, 4 

,358,24 

9560 DATA 358,4,478,4,358,8,358,2,358,2,478 

, 4, 358, 6, 35B, 2, 253, 4, 253, 2, 253, 2, 2B4, 2, 284, 

4, 284, 2, 319, 4, 47B, 4,358,24 

9570 DATA 478,4,478,4,358,4,358,4,358,4,358 

, 4, 35B, 4, 358, 4, 358, 2, 358, 2, 319, 4, 284, 4, 253, 

4,319,4,284,12,358,4,284,4,284,4,284,4,358, 

4,319,4,319,4,319,4,379,4 

9580 DATA 358,4,379,4,426,4,478,4,253,8,284 

, 4, 319, 4, 358, 6, 319 ,2, 35B, 4, 426, 4, 426, 4, 478, 

4, 47B, 8, 239, 8, 284, 4, 239, 4.,213, 16,239,6,284, 

2,358,4,319,4,284,4,358,4,426,4,253,4,284,6 

,35B, 2, 319, 6, 379,2,358,24 

9590 DATA 358,6,379,2,426,4,358,4,319,6,358 

,2 , 379 , 4 , 478 , 4 , 426 , 8 , 379 , 6 , 379 , 2 , 358 ,16, 358 
,6,379,2,426,4,358,4,319,6,358,2,379,4,478, 

4 , 426 , B , 379 , 6 , 379 , 2 , 358 , 32 

9592 DATA 478, 4, 47B, 4, 319, 4,319,4 ,284 ,4,284 
,4, 319, B, 358, 4, 358, 4, 379, 4, 379, 4, 426, 4, 426, 
4, 478, B, 319, 4, 319, 4, 358, 4,358, 4, 379, 4, 379, 4 

, 379 , 4 , 426 ,4,319,4,319,4, 358 , 4 , 35B , 4 , 379 , 4 , 
379,4,379,4,426,4,478,4,478,4,319,4,319,4,2 

84,4,284,4,319,8,358,4,358,4 

9594 DATA 379,4,379,4,426,4,426,4,478,24 

9600 DATA 379, 2, 379, 2, 379, 3, 379,1, 379, 8,379 

,3,379,1,358,2,379,2,379,2,426,2,426,4,426, 

2,426,2,426,2,426,2,426,8,319,3,319,1,319,2 

, 358, 2, 379, 2, 47B, 2, 47B, 2, 379, 2, 379, 2, 379, 3, 

379,1,379,8,379,3,379,1,358,2,379,2,379,2,4 

26,2,426,4 

9610 DATA 426,2,426,2,426,2,426,2,426,8,319 

, 2, 319, 2, 319, 2, 35B, 2, 379, 2, 47B, 2, 478, 4, 379, 

2,379,2,379,3,379,1,379,24 

9999 DATA 999,999 



I 
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COMMODORE 64 






1 REM***************** 

2 REM*** PERCY *** 

3 REM** ** 

4 REM** SIMON JONES ** 

5 REM***************** 



7 HS*= "PERCY" :HS=50 
10 GOSUB2000:REM***REOEFINER** 
20 GOSUB1800:REM*TITLE SCREEN* 
30 GOSUB1700:REM*PRINT SCREEN* 

50 REM************ 

51 REM**THE GAME** 

52 REM************ 

53 ! 

55 SC=0iLI=2 




60 

70 

80 

90 

95 

100 

1 10 

120 

125 

130 

140 

150 

160 

170 

175 

180 

185 

2O0 

210 

220 

230 

250 

260 

270 

280 

300 

310 

320 

330 

500 

510 
520 
530 
540 
550 
560 
570 



SC" ^ PERCYS 



X=36l Y=2 1 :P =68:0=4 
PR I NT "a IlSCORE :0 
POKE I024+X+40*Y,P 
POKE55296+X+40*Y,3 
GOSUB300 
R=INT(RND< 1 >*838) 

IF PEEKCU84+R5032 THEN 100 
P0KE1 184+R,65 

POKE 1266 ,32 : POKE 1267 ,32 I POKE 1226 ,32 
J=NOT PEEK<56320)AND15 
GETA*: IF A*="fi" THEN GOSUB500 
IF AS="B" THEN GOSUB 550 
SC=SC+1 

THEN 0=1 IGOTO200 
THEN O=2lGOTO200 
THEN O=4:GOTO200 
THEN D=8 
Y-Y-l :P»69:GOTO250 
Y=Y+1 :P=69:GOTO250 



LI"k SCREEN 



"i score S Q 



pcbcv 



PE *CV THt 



IF 
IF 
IF 
IF 
IF 
IF 



<JAND1> 
(JAND2) 
CJAND4> 
(JAND8) 

D=l THEN 
0=2 THEN 






S '»»l» 







IF 0=4 THEN X=X-l:P=68:GOTO250 

IF D=8 THEN X=X+lsp=68 
A=PEEK< 1024+X+40*Y> 

IFA=67 THEN 600 

IFA< >32 THEN 700 

GOTO70 

REM**SOUND#* 

P0KE54296 ,15: P0KE54276 , 32 

P0KE54273 ,55 I P0KE54272 ,55 

P0KE54296 ,0 : RETURN 

REM**PAUSE** 

PRINT"«I PRESS ANY KEY TO UNPAUSE 

GETASi IFA*=" " THEN 520 

PR I NT "a 

RETURN 

REM**RESTART** 

PR I NT "Ml DO YOU WANT TO RESTART THE GAME? 

GETA*: IFAS«"Y" THEN20 




Your aim, as Percy, is to 
connect the tap to the water 
mains. You do this by lay- 
ing pipes as you move 
around the screen. You 
must avoid randomly plac- 
ed blocks, as hitting one 
will result in losing one of 
your three Percys. 

To play Peroy the 
Plumber you need a 
joystick in port two, 
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580 

590 

600 

610 

620 

630 

646 

650 

660 

670 

675 

680 

630 

700 

710 

720 

730 

735 

740 

750 

760 

770 

780 

730 

300 

810 

820 

850 

855 

860 

870 

330 

890 

900 



IFA*="N" THEN PRINT'S 

GOTO570 

REM**CLEAR SCREEN** 

FORT= 1TO500 : NEXTT 

P0KE55538 ,3 : P0KE55539 ,3 

POKE 1266,70 SPOKE 1267,70 

FORT= 1TO500 I NEXTT 

POKE 1266, 71 tPOKE 1267,7 1 

FORT= 1 TO750 : NEXTT 

SC=SC+20 

S = S+1 

GO5UB1700 

GOTO60 

REM**DIE** 

LI=LI-1 

PRINT"MB 

FORT= 1 TO 1000 : NEXTT 

IFLI=-1 THEN 750 
GOSUB 1 700 s GOTO60 
REH**ENO OF GAME** 
IFSO'HS THEN 850 

ppiNT- k jHaais 

FORX=1TO100 

PR1NTTAB< 16 >" 

PRINTTABC 16>"Q 

NEXTX 

GOTO20 

REM**HISCORE#* 



" : RETURN 



BAD LUCK, YOUR PERCY JUST DIED. 






A ME OVER" 




PRINT" 

PRINT"* 

PRINT"* 

PRINT" 

PRINT" 

PRINT" 



QU'VE GOT THE NEW" s PR INT: PR INT: PR INT=HS«SC 

. **• **• 

* * * * 



** *** 



* 
* 



* * 

* * 



930 

940 

950 

955 

960 

370 

380 

990 

1700 

1701 

1702 

1703 

1705 

1710 

1715 

1720 



1735 
1740 
1745 
1750 
1755 
1760 
1765 
1770 



BY fl": 




* 
* 

* * 

* * 

9 10 PR I NT SPRINT: PR I NT 

920 PRINT" k.PLEA5E ENTER YOUR NAME' 

PRINT:PRINT" ^HISCORE tB"HS"k 

INPUT AS 

HS*=LEFT*f A*, 8): IF HS*= "" THEN HS*="PERCY" 

FORT* 1 TO500 : NEXTT 

PRINT:PRINTiPRINT"k WELL DONE 0"HS* 

PRINT:PPINT:PRINT!PRINT"« PRESS ANY KEY" 

IFPEEK< 197>»64 THEN 989 
GOTO20 
REM********** 
REM**SCREEN** 
REM********** 
: 

PR INT" J" 

FORZ=l 104TO1 183: POKEZ ,65:NEXTZ 
FORZ = 1 944TO2023 : POKEZ , 65 : NEXTZ 
FORZ =1184T0 1904 STEP40t POKEZ ,65s NEXTZ 
1725 FORZ =1185T0 1905 STEP40: POKEZ ,65 * NEXTZ 
1730 FORZ=l 182T01942 STEP40 : POKEZ ,65 * NEXTZ 
FORZ=l 183T01943 STEP40 i POKEZ ,65 '• NEXTZ 

IF S>=2 THEN FORZ-1284T01844 STEP40 : POKEZ ,65* NEXTZ : POKE 1524 ,32 s POKE 1564,32 
IF S>=3 THEN FORZ=1479T01489SPOKEZ,65:NEXT 
IF S>-3 THEN FORZ=1599TO1609SPOKEZ,65:NEXT 
IF S>=4 THEN F0RZ=1394T01674 STEP40 t POKEZ ,65iNEXT 
IF S>=4 THEN F0RZ = 1414T01694 STEP40 s POKEZ ,65 I NEXT 
IF S>»6 THEN POKE1202,65SPOKE1206,65SPOKE1922,65SPOKE1926,65 

IF S>*6 THEN P0KE1244,65!P0KE1884,65 
1775 IF S>=7 THEN FORZ - 1334T0 1397 : POKEZ ,65:NEXT! FORZ =1674T0 1677: POKEZ ,65iNEXT 
1780 IF S>=7 THEN FORZ = 14 1 1T0 14 14 s POKEZ ,65 SNEXTiFORZ = 169 1TO 1694 : POKEZ ,65 : NEXT 
1785 F0PZ = 1T03*SSR= INTCRNOC 1 :>*838> • POKE 1 184+R ,65 s NEXT 
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c 
E 

2 
2 
2 
S 
2 
2 
2. 
31 
31 
31 
Rl 

CC 
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1790 POKE 1306, 65 :POKE 1307, 65:P0KE 1308, 65:PQKE 1268, 65: POKE 1227, 67 :P0KE55499, 3 
1795 P0KE1941 ,65 : POKE 1861 ,65 : POKE 190 1 ,68 : P0KE56 173 ,3 (RETURN 



1800 
180 1 
1808 
1803 
1805 
1806 
1810 
1815 
1880 
1885 
1830 
1840 
1845 
1850 
1855 
1868 
1865 
1870 
1875 
1880 
1885 
1890 
1895 
1900 
1905 
1910 
1980 
1930 
1940 
1958 
8000 
2001 
2002 
2003 
20 10 
2020 
2030 
2035 



REM* ************** 
REM**TITLE SCREEN* 

REM*************** 
I 

PRINT"J"!PRINT U 

PRINTTAB< 15) "PERCY 

PRINT" 

PRINT" 

PRINT" *♦♦ * 

PRINT" + * 

PR I NT " 



IH I SCORE: "HS" BY 
THE" SPRINT i PR I NT 

** *** *•* 

* * * * * 

* * ** ** 
***** 

* * 



HS*:RRINT 



* * 



*" 
*" 



* 

* 



PR I NT : PR I NT : PR I NT : PR I NT 
PRINTSPCCB) "BPY SIMON JONES" 



AROUND 
TAP TO 



PR I NT : PR I NT : PR I NTSPC < 1 4 > 

IFPEEK<197)=64 THEN 1855 

PRINT"^fiHBM" 

PR INTSPC< 16) "D PERCY " 

PR I NTSPC < 16) "M Mill " 

PRINTiPRINT:PRINT 

PPINT"B GUIDE PERCY 

PRINT" TO CONNECT THE 

PRINT" IF YOU CRASH YOU WILL 

PRINT" OF YOUR THREE PERCYS. 

PR I NT: PR I NT i PR INT" 

PR I NT " 

PR INT: PR INT: PR INT 
FORT= 1 T030 : NEXTT 
PR I NTSPC < 14) "■ 3 RESS 
IFPEEKC197)»64 THEN 
S=l (RETURN 
REM* ************ 
REM**REOEF INER** 
REM************* 



STRESS ANY KEY 



THE SCREEN" 
THE MAINS. " 
LOSE ONE" 

Fl:PAUSE":pRINT 



F7: RESTART 



ANY KEYI 
1940 



UJA I T " : RO =5 1 2 : PR I NT : PR I NT 



POKE53280,0tPOKE5328l ,0 

PR I NT " ^mWJMfllBM = PR I NTSPC < 15> "PLEASE 

P0KE56334 ,PEEK <56334 )AND254 

POKE1 ,PEEK( 1 >AN0251 

2048 FORR-0TO64*8:PRINT-a»SPC<19)ROiRD-RD-l: IFRD< 100THENPOKE 1526 ,32 
2042 IFRO<10 THEN P0KE1525,32 

2045 POKE 14336+R ,PEEK <53248+R ) ! NEXT 

2050 POKE 1 , PEEK < 1 >0R4 

2055 P0KE56334,PEEK<56334)ORl 

2060 REAOAXiT-T+ll IFAXO-1 THEN POKE 14336+R+T, fi's.l GOTO2060 

2065 P0KE53272,3l: RETURN 

2069 REM***OATA*** 

2070 OATA0, 0,0, 0,0,0 

2075 DATA36, 102,219,36,36,219, 102,36 

2080 DATA255,0,0,255,0,8,0,0 

2085 DATA 1,125, 85, 17, 255, 255, 133, 193 

2090 DATA0, 129,255,0,0,255, 129,0 

2095 OATA102,36,36,36,36,36,36,102 

3000 DATA0,0,0,34, 1 19,255,255,255 

3005 0ATA34 , 1 19 ,255 ,255 ,255 ,255 ,255 ,255 

3010 OATA-1 

READY. 
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CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private per word. Semi 
display £9 per single column centimetre. Series 
rates on application. Please note that all classified 
advertisements under £20 must be prepaid. All 
cheques or postal orders to be made payable to 
A.S.P. Ltd., (P.H.) 

Telephone Dave 01-437-0699 



FOR SALE 



ATARI 



SOFTWARE GAMES 



JOKES 




FREE 

amain 1 * No: 1 Jot* 
Gatjiojiio packed 
With over 500 practical Jokes from 5p 
5llnh bombs, Whoopee cushion wob- 
bly lager glass, laxative lea bags, 
smoke bombs, wilhe sugar, cigarette 
bangers, joke blood, sick* moss, soap 
sweets, wet jokes, etplodkng jokes, 
magic tricks parly lun kits, masks 
make-up. sea monkeys, girl strip pens, 
adult party packs, saucy novelties, 
naughty presents, posters, badgers. 
Iho complete Joke Shop by Post 
Send 13p stamp with your name and 
address for bumper colour catalogue 
end Free Gift to 
MATCHRITE. THE f UNNY BUSINESS 

iDepI C.G.) 167 WINCHE5EH ROAD. 

BRISTOL 0S< 3NJ« 



LIBRARIES 



88C / ELECTRON / DRAGON 

software library. Membership 
£5.00. tapes 1 (+30p P&P). Stamp 
tor details- E« Tucker, 58 Blenheim 
Walk. Corby, Norlhanls 



AMSTRAD/ATMOS. ORIC 1 

CLUB. Large selection ol software 
available. Send SAE to 26 
Beechley Drive. Cardiff. 



ATARI 

400/600/800 XL/XE SOFTWARE 

We have an all round selection of 
disks, cassettes and cartridges 
FOR HIRE. Apply now and hire 
your first 4 games free. Well over 
flOD different original titles. For 
full details send stamped 
addressed envelope or telephone 
evenings 7pm-10pm or week- 
ends. 
LOW ATARI PRICES 
BOO XL Computers £94,95 

(P&P £2.951 

1050 Disk Drives £174,95 

(PSP £2.951 

Save £10.00 when you purchase both 

Memorec disks, bones ol 10 single 

density disfcs £16.50 double density 

disks £11.00 Antic and Analog 

mag ez i nes a va liable 

Sit subscriptions £19.00 

Games & Software Club, 

Dept CG, 35 Tilbury Road, 

Thorney Close. Sunderland, 

SR3 4PB. Tel: 0783 286351. 



UTILITIES 



ATARI 400/600/800 XL UTILITY 

CRACKCfl 
W4H Nil machine code programs toscmn. 
you edit download your personalised 
version with or without machine code 
knowledge Hours of Fun changing te*1 to 
leave personal messages on screen Stuck 
onanadwenturesaarchforciucs AJsoacts 
as beck up to your Atari lapei Art for only 
£10 on TDK tape (16k) Poll frw. Mall 
order 2a hour despatch 

STOCKSOFT, 15 Woodbrooke Road, 
Birmingham B30 1UE. 



20% OFF SOFTWARE (RRP) 

GAMES, UTILITIES, EDUC, ADV., FOR SPECTRUM, ATARI, 
BBC, COMM-64, VIC 20, C-16, DRAGON A AMSTRAD 

Send SAE for lists. State computer. All the latest programs 
available. Hundreds listed. Give us a try! 

JOYSTICKS 

QUICKSHOT II £8.95 GUNSHOT II £8.95 

JAYCEE SOFTWARE (C.G.), FREEPOST (EN84), 

FORRES 1V36 0BR. 



OVER 6,000 GAMES 
FROM £1.99 

For Comrn 64, 16 . VIC 20 : 

SPECTRUM : AMSTRAD 

DRAGON : ATARI 400/800/ 

1200 . MSX : BBC 

ELECTRON : SAE FOR 

PRICE LIST 

(Male wi»ch micro i 

ARCADE SOFTWARE 

202/3 Shopping Hall, East 

Ham, London E6. Or phone 

01-471 8900 FOR A PRICE. 



SAVE MONEY 

ON LEADING GAMES 

C64 Impossible Mission £5.95 
Spectrum Spy Hunter €5,45 

Our full Hit on 1hete and other 

kits. 

Send S.A.E- to: 

HITS (UK) t 687 Prince Ave., 

Westcllffe, Essex SS0 OJB. 



T1BS/4A BASIC 

Seven games on two tapes one price. 
Bagbounder Food of I no- Gods. 3D Mue 
Hunt Eat-Up. Laundry Man, Lower and 
Higher and Aooound Sector £1.95. 50% 
profit* for El Miopia PAP Free Send 
Cheuques/PO's lo; 
KABEE SOFTWARE. 73 Thomaa Park, 
Raitrtck. fJrtghoute, W. Yorka HDfl 3DA 
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Please place my advert in CG (or issues 

commencing as soon as possible. I am enclosing 

my cheque/P.O. lor £ {made payable to 

A.S.P. LTD) Advertisers please add 15% VAT 

Name.... 



Address. 



SEND TO: 1 GOLDEN SQUARE, LONDON W.1. 6L207AR. 



Phone No _ 

Signature Date. 
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ELITEGOESGOLD 

ONTHE64 




"The game of a lifetime " Zzapl 64. May 1985. 



A CHALLENGING ARCADE-STYLE ADVENTURE 




I 



ACORN ELECTRON VERSION 



€l€CTftON 



IMC 

Micno 



Your mission is to retrieve all the diamonds from a series of underground caves; some of the 
diamonds are easy to collect but many are located in cleverly-constructed traps of falling 
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious 
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult 
levels. Each level features 4-way screen-scrolling over an area of 16 times the size of the 



screen — an enormous challenge by any standards! A fascinating strategic game with an 
ingenious "password" feature which enables you to skip screens which you have already 
^* completed once Our best game yet! 

^UyfrOOStlZiOft When all 12 levels of Repton have been completed in succession, 
a congratulatory message is displayed on the screen. The first person to send us a 
photograph of this screen will win £100. Closing Date: 30th September, 1985. 



UJC WW UP TO *0% KOVALT1CS FOB HIGH PUMITV BBC MICRO AND CICCTRON PftOGBAMS. 




SUPCAIOR SOFIUIARC LTD. 

Dept. MU7, Regent House, 
Skinner Lane, baeds 7. 
Tel; 0532 459453. 




OUR GUARANTEE 



<<) 



All our software is despatched within d8 hours 
bv Hist class post 
(2) In (he unlikely event tnat any of cur software 
(ails lo load, return your cassette to us and we 
will Immediately send a replacement 






X 



